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FOREWORD 


Physical education is one area of general education, and is based on the same 
philosophy that guides the underlying principles of general education. Itis an 
integral part of the total school program and has the same general objectives. 
Physical education in the elementary schools is no longer thought of as a ''play 
period", as "play time'', or as "fun play''. It is part of the total instructional 
program of the school. As such it is time devoted to the learning of new skills, 
and of continuing the development of basic fundamentals of physical education 
activities. The program is a progressive one. The objectives are developed 
and activities are planned to give continuity to the program. Activities of 
increasing difficulty are planned and presented so that the pupils are challenged 
to strive for improvement in the basic skills. Each year's program is built 
upon the achievements of the previous years. The objectives and selection of 
activities are based on the childrens' past performance, considering their 
needs, abilities and interests in each area of physical education. 


In Portsmouth the elementary physical education program is based ona 
program of three days of physical education instruction, and two days of health 
and safety instruction each week, with a daily period of from 5-7 minutes of 
vigorous calisthenics. The body building exercises are to be given out of doors 
when weather permits. Each day one half hour is devoted to health, safety and 
physical education activities. This is in accordance with the state recommendation. 
In the primary grades, the time alloted for physical education activities often 
is divided into shorter periods and used as it is needed to relieve fatigue and 
restlessness. 


The information and material presented here is intended as a guide for teachers 
in planning their yearly, monthly, weekly and daily program of physical education. 
This is a source book of information to help teachers to set up definite purposes 
and goals, to select activities leading to these objectives, and to evaluate the 
progress made toward the established goals. Samples of planning are given that 
can be used as a guide for developing units and for correlating the physical 
education activities with units in other areas. 


A. J. Mapp 
Superintendent of Schools 


Digitized by the Internet Archive 
in 2023 with funding from 
University of Illinois Urbana-Champaign Alternates . 


https://archive.org/details/physicaleducatioO2port 


Characteristics and Needs of Second Grade Children 


Boys and girls in the second grade need a variety of vigorous physical 
activities. The attention span of seven and eight year old children is longer 
than the six year olds, but still of relative shortduration; therefore they 
need frequent changes of activity and frequent rest periods. Itis, therefore, 
important that the teacher give clear but short and simple directions. 

Children of this age will not stand still for a lengthy explanation. They require 
eleven hours sleep each night, even though they want to stay up late, especially 
the eight year olds. 


Second grade children are developing more self-control and more group 
consciousness, but still play as individuals ina large group. They demand 
a turn, and want to gain attention from the group. They want a chance to 
act on their own, but at the same time they want and need adult approval. 
They need a chance to experiment in self-direction, self-control, and 
independent play. Experiences in sharing and evaluating group experiences, 
in choosing and helping make the rules are very necessary for seven and 
eight year old boys and girls. To give them opportunity to have these 
experiences, small group play is quite important. Playing in groups of from 
six to ten, under pupil leadership, with adult guidance and supervision will 
help the children to develop along and meet their needs. 


To cry and pout when disappointed and to want their own way are 
characteristic of this age. They are poor losers. They need to learn 
to make the best of disappointment, and to be good sports about losing or 
winning. They are fearful of making mistakes and tend to give up easily 
when a task becomes difficult. They need help in learning that everyone 
makes mistakes, but that one can learn from these mistakes and that 
perseverance is needed for success. 


The seven and eight year old children are curious and want to try new 
ideas and ways of doing things. They are dramatic, and creative. They 
respond quickly to all types of rhythms - music, drums, sticks, clapping, 
etc. They need a great deal of experiences in this area-fundamental 
movements, creative expression, interpretation of music, simple singing 
games, and folk dances. Activities that will develop these characteristics 
are important for boys and girls of this age. 
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General Objectives 


The general objective of physical education is to present a program of 
planned physical education activities that will provide each child with the 
opportunity to participate in activities that will: 


a. Result in optimum physical fitness, physical growth and 
organic development. 


BD Lead to continuous social and emotional growth and maturity. 


roe Develop a favorable attitude toward physical fitness and 
physical education. 


d. Enable each child to develop sufficient basic fundamentals 
and game skills for full enjoyment of a broad variety of 
physical education activities. 
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Specific Objectives 


Running and Chasing ee, 
A. Objectives | 
I. To play running and circle games without falling 
2. To admit when tagged (touched only) 
3. To improve in ability to play without fighting or arguing 
4. To make a good circle quickly, and to keep it while playing 
circle games. 
5. To pass another child without running into him 


B. Activities Leading To The Above Objectives 
Animals Directions Page 31 
Blind Man's Bluff Directions Page 33 
Boiler Blue Directions Page 33 
Boo Directions Page 33 
Boundary Tag Directions Page 34 
Cat and Rat Directions Page 35 
Center Base Directions Page 35 
Coo Sheep > Directions Page 36 
Drop The Handkerchief 45 Directions Page 37 
The Farmer and The Turkeys 9 Directions Page 38 
Five Geese In A Flock? Directions Page 38 
Flying Dutchman 7 Directions Page 38 
Have You Seen My Sheep? Directions Page 39 
Gardener and The Scamp Directions Page 39 
I've Lost My Squirrel > Directions Page 41 
Midnight > Directions Page 43 
Old Lady Witch > Directions Page 43 
Pig In The Pen” Directions Page 44 
Poor Pussy Cat Directions Page 45 


Others are listed under suggested monthly program. 
Throwing and Catch a Large Ball 
A. Objectives 
I. To throw a ball accurately to a person I5 feet away, using 
a two-arm or one-arm shoulder throw. 
2. To catch a ball thrown from a distance of I5 feet 
3. To hit a stationary target I5 feet away three times out of 
five trials. Target should be 2 feet in diameter with lower 
edge 2 feet from the ground. 
4. To bounce a ball continuously 10 times, putting one leg over in 
every other bounce. 


B. Techniques for Handling a Large Ball 
Throwing: 
Point of Aim -- The waist of the receiver: 


Two-arm shoulder throw: Left foot is placed forward a 
full stride, ball held in both hands is brought slightly 
behind and above the right shoulder, resting on the palm 
of the right hand, and held steady with the left hand. The 
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III. 


right arm is brought quickly forward and straightened 
as the hand releases the ball at arm's length and shoulder 
high. 


One-arm shoulder throw is like a baseball throw. Itis 
the same as the two-arm shoulder throw except that the 
ball is held entirely in the right hand. 


Catching: 


l. 


If the ball comes below waist level: 

Fingers relaxed and pointed toward the ground, not stretched 
out toward the oncoming ball, Hands are held about 6 inches 
apart with palms turned partly toward the ball. As the ball 
hits the hands, they close over it and the relaxed arms move 
toward the body with its impact. This is what is called letting 
the body give with the ball. 

If the ball comes below waist level: 

Fingers relaxed and pointed toward the sky, elbows may be 
bent or stretched, depending on the height of the throw. The 
arms give in the direction of the ball's flight as the impact is 
made. 


C. Activities leading to the above objectives: 


Ball bouncing Directions Page 3l 
Ball Clap Directions Page 3l 
The Ball Goes Round Directions Page 32 
Ball Stand Directions Page 32 
Call Ball Directions Page 34 
Center Base Directions Page 35 
Circle Pass Ball Directions Page 36 
Circle Stride Ball ~ Directions Page 36 
Hot Ball Directions Page 40 
Leader and the Class Directions Page 42 
Jumping: 
A. Objectives: 
1, To execute a running broad jump a distance of own height. 
2. To execute a standing broad jump 3’ 4", 
3. To jump over an object knee high (rope or hurdle), 
4, To let the body give when landing after a jump. 
5. Rope jumping - to turn rope forward and progress forward 
hopping from one foot to the other 10 times. 
6. Stand in place, turn the rope and jump backwards 10 times. 
7. Jump 10 times with someone else turning the rope. 
8. To be willing to wait his turn. 
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IV. 


Rhythms: 


A. 


Techniques for jumping: 

1, Running broad jump - the take off is from a running 
start, taking off on one foot at the take-off line, and 
landing on both feet, letting the body give as the child 
lands. 

2. In a run and leap - the take off is from a running 
start, taking off on one foot at the take-off line, and 
landing on the other foot. 

3. In a standing broad jump - the take-offis from a 
standing position, toeing a line with both feet together. 
Bend the ankles, knees and hips, incline the body 
slightly forward and swing arms back. As the jump 
is made swing the arms forward and land on both feet. 


Activities leading to the above objectives: 


1, Broad Jump Directions Page 34 
2. High Jump Directions Page 41 
3. Crossing the Brook Directions Page 4 
4. Rope Jumping Directions Page 41 
Vv 

Objectives: 


l. To walk, skip, run, hop (one foot), jump (both feet), 

gallop quietly and in time with the music, alone and with 

a partner. 

2. To recognize music suitable for walking, running, 
skipping, hopping, jumping and galloping. 


“3. To improve in ability to feel the rhythm and to move 


with it. 
4, To be able to change step or direction with the phrasing 
of the music. 
5. To have creative experiences in rhythms, dramatic 
play, and interpretations of music as animals, toys, charac- 
ters, €tc, 
6. To execute simple folk dances and singing games with 
sufficient skill for enjoyment. 


Music suggested for second grade: Lp eyew 
1, Fundamentals and creative rhythms: 
Ruth Evans - Childhood Rhythms - Series 3 
Phoebe James - Rhythm Records 
AED - 1 Animals - and action songs 
AED - 2 Free Rhythms - Skip, run gallop, etc. 
AED - 3 Animal Rhythms 
AED - 4 Garden Varieties - Bees, Butterflies, Birds 
AED - 5 Fundamental Rhythms, Skip, run, gallop 
AED - 6 Trains 
AED - Boat Rhythms 
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RCA Victor - Basic Rhythms - Activities 
Vol. 3-E-73- or WE - 73, Vol. 4, E, 74 
(45 RPM) 
Basic Listening Program - Vol 2 - E-78 
Childrens Record Guild (Records if Needed) 


Folk Dances and Singing Games - for directions See Section 
on Folk Dances and Singing Games ....Page 54 


Ruth Evans - Children's Dances (Childhood Rhythms)- 
Series 4, 


Yankee Doodle Coming Thru The Rye 
Dixie Turkey In The Straw 
Pop! Goes The Weasel Maypole Dance 


RCA Victor Album E-87 - Singing epee S 
Ten Little Indians 

Yankee Doodle 

A-Hunting We Will Go 

Here We Go Round The Mulberry Boush 

The Muffin Man 

Did You Ever See A Lassie? 

Paw-Paw Patch 

Jolly Is The Miller 


RCA Victor Records: 
EPA 4144 - I See You 
Round The Village 
Bridge of Avignon 
EPA 4145 Nixie Polka (Nigarepolska) 
PUM. ties o 
Gay Musician 
Polly Wolley Doodle 
EPA 4146 Carrousel 
Kinderpolka 
The Wheat 


N’ Dance of Greeting 
EF 


olkraft Records: 

1183 Did You Ever See A Lassie? Here We Go Round The 
Mulberry Bush, Carrousel 

1187 Childrens' Polka (Kinderpolka) Shoemakers' Dance, 
Dance of Greeting 

1180 Sing A Song Of Sixpence, Blue Bird, Jump Jim Jo! 

1188 Muffin Man 

1191 Bridge of Avignon, A-Hunting We Will Go, Round The 
Village 

1192 Indian Dance, Jolly Is The Miller, Skip To My Lou 
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1197 Ten Little Indians, Little Sally Water, I See You 


V. Leadership and Followship: 


A. Objectives: 
1. To improve in ability to give directions and to be a leader of 
a game. 
2. To improve in ability to follow directions. 
3. To understand the reason for success and failure. 
4. To grow in ability to help plan and carry out group activities. 
5. To develop an increased sense of responsibility. 
6. To improve in ability to discipline self, 


B. Activities leading to the above objectives: 

1. Choosing pupils to lead the games that are familiar to the 
group, helping development, leadership. 

2. Following directions and playing by the established rules. 

3. Group discussion on such as: 
a. Planning the activities, with definite objectives in view. 
b. Evaluating weak and strong points in the day's activities 

and how weak spots can be improved. 

c. The leader's responsibility to the group. 
d. The followers' responsibility to the group and leader. 

4, Playing in squads under pupil leadership as described in the 
Section, Squad Leadership - Page 7 (a) : 


Cc. 
Games suitable for Squad Play: 
Coo Sheep Crossing The Brook 
Cowboys and Indians Drop The Handkerenier 
Farmer and the Turkeys Giant Steps 
Five Geese In A Flock : Jump Rope Variations 
I've Lost My Squirrel Jumping 
Lame Fox Old Lady Witch 
Leader and Class Old Mr. Hobgoblin 
Midnight Figein The ren 
Poison Playing School 
Pretty Girl's Country Slap Jack 
Red Light Statues 
Tag Variations Tommy Tiddler's Ground 


White Bear The Witch In The Jar 
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VI. School Supplies: 


A. Objectives: 
To respect and take proper care of school supplies - equipment 


and property. 


B. Activities leading to the above objectives: 

1, Discuss the cost of supplies and equipment. 

Discuss the use of the supplies and equipment. 

. Discuss the care of supplies, equipment and grounds. 

. Appoint pupils to be responsible for taking supplies and 
equipment to and from the playground and hold them to the 
responsibility. 

5. Allow no misuse of equipment, supplies or grounds. 
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Planning and Organizing For the Physical Education Program 


i Planning -- General information 


Planning and organizing are as important and necessary for physical 
education as for any activity in the curriculum. No elementary teacher should 
attempt to teach physical education without plans any more than one would 
attempt to teach reading, writing or science without definite plans. The planning 
must be based on the characteristics, growth, development, abilities and interests 
of the boys and girls to be taught. The general characteristics should be interpreted 
in terms of the individual children in the group. What activities can I use to help 
Bill to catch the ball without dropping it? How canI help Judy overcome her 
timidity through physical education activities? How canI help Tom learn to 
wait his turn and help make the circle instead of pulling away? 


The physical education period is a learning period just as arithmetic, 
reading and science are. The same methods used in planning for other areas 
in the curriculum should be used in teaching physical education. Plans will 
not insure success--they are not a panacea, but they will insure less errors 
than if there are no plans made ahead of time. Yearly planning should be done 
in accordance with both the general and specific objectives. Seasonal 
planning is helpful when considering seasonal interests, special days, and 
the unpredictable weather. For example, in planning fall activities allowance 
must be made for the cool days that appear during October, and Indian 
summer; for the unusually hot or rainy days during September; and for the 
unusually chilly but sunny days of spring, vigorous activities must be planned. 


Unit or monthly planning, based on one or more of the specific 
objectives according to the needs, interests and abilities should include 
activities for special days as Christmas, Valentine's Day, etc. Long range 
planning can be made to inciude correlation with other areas of the instructional 
program, closely correlating the physical education activities with other 
units is quite important for effective teaching and enriching the experiences of 
the children. Weekly and daily planning is necessary for working toward 
established objectives, and for setting the stage for evaluating results. Daily 
planning must be adapted to changes in the weather or in the instructional 
program. Plans must be constantly evaluated to determine if desired goals 
are being reached. Changes must be made in light of these findings as the 
boys and girls progress toward the established objectives. Children need to 
know these goals, and shouid participate in evaluating their progress. They 
should learn to make suggestions for improvements necessary. It is helpful 
in planning physical education activities to set up the general structure ona 
long-range basis, and to work out the weekly and daily plans within this general 
framework. Within that general structure, daily lesson plans can be made in 
detail somewhat as follows: 
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Guide in Daily Lesson Planning 


Aim of lesson 
Specific objectives 
Activities selected to lead to the above objectives: 
a. Time alloted each activity 
b. Equipment for each activity 
Anticipated difficulties or problems: 
a. Amount of space needed for each activity 
b. Where best played 
c. Avoiding unnecessary roughness or rowdiness 
d. Location of starting lines, base, etc. 
e. Best formation and how to change from one formation to 
another without confusion or wasted time 
Procedure: 
a. Introduction of activity 
b. Class organization for lesson 
c. Demonstration, if necessary, preferably by a student 
d. Playing the game 
e. Evaluation 


Leads to next lesson: 
An outdoor lesson might be planned according to the above 
somewhat as follows: 

a. Aim: To provide worthwhile activities which will 
contribute to the physical growth and development 
and will give satisfaction to the students. 

b. Specific objectives: 

I. To admit when tagged 
2. To improve in ability to play without arguing 
3. To make and keep a good circle 
4. To develop leadership and followship 
c. Activities: 
I. Flying Dutchman - 5 - 7 minutes 
2. Hound and Rabbit - 5 - 7 minutes 


3. Ball Stand - 5-7 minutes - equipment 
(playground ball) 
4. Giant Steps - 5 minutes (this is a review game 


for the group) 
d. Anticipated difficulties and problems: 
I, Flying Dutchman 
a. Taggers slowing down to be tagged in order to have 
a second turn. Observe carefully, and if it happens 
explain that since they didn't run as fast as they 
could, they cannot be it a second time. : 
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Choosing the same couple before all have had 
one turn. Stop the game before they run and 
remind the taggers that the couple tagged had 
already had a turn and to tag someone else. 


Hound and Rabbit: 


Getting into groups for the game without confusion 
or some waste of time. At the conclusion of the 
Flying Dutchman Game - count off in 4"s - as they 
count - - - 1, 2, & 3 - join hands for the tree, and 
No. 4is the rabbit. Rather than have an odd player 
left out, make one tree larger than or smaller to 
accomodate all the players. 

The rabbit leaving his tree before the rabbit being 
chased gets there. If this happens call the one who 
left too soon back, Stop the game if necessary to 
do this. 

The rabbit being chased starting in a tree and back- 
ing out and not staying - Make the rule that the rab- 
bit not change his mind, but must stay in the tree if 
he starts in it. 

One or two running too long. Watch for signs of 
fatigue and change before one child becomes too tired. 
Too few having all the turns, and others not having 
any. Have those who have had a turn stoop down or 
let those who have not had a turn raise their hand and 
insist that the rabbit enter a tree where the rabbit 
has not run. 


Ball Stand: 


Catcher not calling ''Stand'' - If he doesn't remind 
him. 

Children not running so they can be easily hit - 
Encourage the thrower to try for someone who has 
run. Group decisions on this problem before the game 
is played another day will help eliminate this problem. 


_ Giant Steps: 


None, 
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In planning for physical education activities there are several 
teaching hints to keepin mind. These hints will assist the teacher in 
enjoying teaching and will make for less errors and confusion during 
the physical education class. These will help the children have more 
desirable and satisfying experiences in physical education. 


Hints for Planning: 
fe Plan the program on a yearly, monthly, weekly and 
daily basis. It is wiser to over-plan than to make 
insufficient plans. 


ee Keep in mind the general objectives of physical 
education, and the specific objectives of the lesson, 

a Plan activities that are suitable for the group, allow- 
ing for progression from simple to more difficult. 

4. Plan for individual differences. Be sure that every 


child participates, that he feels he is needed and is 
a part of the group. 

ay Plan work out of doors if weather permits but have 
a flexible plan in case of inclement weather. 


Hints for Safety: 
Lee Have rules concerning the recovery of equipment into 
the streets, i.e., only one child after ball, stop, look 
and then retrieve, stop and look before returning. 


EZ, Avoid running to a fence, wall, or solid object. Make 
sil goal lines a safe distance from such a barrier. 

ae Insist on touching instead of tagging and hanging on in 
a chasing games. 

4.) Never allow pupils to go to or remain on play area for 


physical education unless accompanied by and actively 
supervised by the teacher. 


csc Adapt running games to meet the situation. Skipping 
a is better than running in a classroom game. 
LO, Teach safety whenever possible. Many games offer 
; excellent opportunities for learning and practicing 
safety. 


Hints for Health: 


( ly Do not permit any child to overstrain. 
ae) Be alert to signs of strain and fatigue. A game requiring 
vigorous participation should be followed by a quiet, rest- 
ful One. 
a5 See that children play without unnecessary wraps but avoid 
insufficient vigorous activity on cold days when outdoors. 
(42 Do not permit children to sit on the ground if damp. 
oy Know the health records of your children. 
6.7 Ventilate and light your indoor facilities the best way 


possible. 
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General Teaching Hints: 


ib Know thoroughly the activity to be taught as well as the 
procedure to avoid unnecessary mistakes and waste of 
time. 

Ze Make explanations as simple, concise and clear as possi- 
ble. Additional rules may be taught as the need arises, 

oi Have necessary equipment ready. 

4, Use a positive approach rather than a negative one when- 


ever possible - ''Let& try it this way'' rather than ''Don't 
do it that way''. 

ae Have a child demonstrate, if necessary. Remember 
lengthy explanations cause interest to drop and children 
become wiggly. 


ay Remember that children want action. Be sure you have 
100% participation. 

te Insist on good sportsmanship, fair play, and respect for 
the rights of others at all times. 

o. Once rules are established for a given situation or game, 
teach pupils to accept them and to abide by them. 

oH Revise rules, if necessary, to increase activity and make 


it purposeful. 

tO Do not let certain children monopolize the activity, equip- 
ment, or facilities at the expense of all. See that every 
child has a turn before some have two. 


Hy Vary your procedures. 

es Watch closely for waning interest. Stop an activity when 
interest is still high. 

Le Use squad leaders and game leaders whenever possible. 

14, Give opportunity for questions and suggestions by pupils. 

Ly, Analyze the lesson each day. Ask self such questions as: 


Did it go well today? If so, why? If not, why Not? Was 
it difficult enough to be a challenge to the group? Was 
it too hard for the boys and girls? 


Balanced Program 


To plan for a balanced program which will include a wide variety of 
activities, it is well to keep in mind the approximate amount of time which 
should be devoted to each area of physical education. 


1. Rhythmic Activities including fundamentals, creative 
rhythms, singing games and simple folk dances - 30% or 
about 50% from 10-18 weeks. 

je Games of low organization - 40-50% or about 14 weeks. 

36 Stunts - 5% or from 1-2 weeks. 

4. Story plays and mimetics - 10% or from 3-4 weeks. 
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EQUIPMENT 


There is a minimum amount of equipment necessary for an 
adequate program of physical education. This does not mean that 
each teacher should have all of the equipment in her room unless 
it is a self-contained classroom and she has adequate storage space. 
However, the equipment should be available when it is needed. The 
equipment should be kept in a nearby or central place, easily access- 
ible on short notice. There should be someone responsible for the 
equipment, and for seeing that it is checked out and returned promptly. 
What is everyone's responsiblity turns out to be no one's, and equip- 
ment will disappear quicker under this arrangement. Materials are 
expensive; they should be used but not abused or carelessly lost or 
stolen. The amount of equipment and materials a school needs is 
determined by the peak load on the playground, or how many classes 
are scheduled for physical education at the same time. In the pri- 
mary grades each teacher should have a record player in the room for 
use at all times. If supplies are short, two or three teachers of the 
Same grade can share the records. The best plan however for an 
effective rhythms program is for each teacher to have a set of records 
‘in the room. When a person has the records in the room, they will 
be used more. The more a person uses them, the better job she 
will do as she familiarizes herself with them. 


The following is a minimum list of materials and supplies 
for the second grade. If there are three classes scheduled for 
physical education simultaneously, this list should be supplied. 
It is for better planning from the standpoint of utilizing available 
Space and materials to stagger the program so that there are not 
more than one or two classes scheduled for physical education at 
the same time. 


For a class of from 20 - 30 pupils 


7 in. rubber playground balls -------------------- 4 

Pump for inflating balls-------------------------- 1 

Record Player ---------------------------------- i 

Records as reccomended for each grade 

5 in. rubber playground balls-------------------- 10 
(used primarily for ball bouncing and rhythms) 

Jump ropes -12-16 ft. long----------------------- 2 
(can be made from heavy sash cord) 

Jump ropes - individual------------------------- 10 


(6-10 ft. long depending on size of children- 
can be made from sash cord) 
Beanbag S- <= -~ = + = wo nn rn ee ee eee 9 
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For a class of from 31-40 pupils: 


Mpiehe eibbommulaygs ound Halle-pa-———- ene 4-8 6 

Pump for inflating balls-------------------------------- 1 

Record Player----------------------- -- -- ee ee ee ee 1 

5 in. rubber playground balls--------------------------- 18 
(used primarily for ball bouncing and rhythms) 

Jump ropes 12-16 ft. long------------------------------ -4 
(can be made from heavy sash cord) 

Jump ropes - imnividual-------------------------------- 18 


(6-10'ft. long depending on size of children - 
can be made from sash cord) 
Beanbag s-------------------------------------------- 12 


CLASS ORGANIZATION 


Organization of a group is as necessary as the planning for a 
smooth program in physical education. Once the plans are made and 
the procedure is worked out, the class must be organized to carry out 
the plans without undue confusion of waste of time. Routine matters 
should be executed in a routine manner. A routine procedure for 
getting to and from the playground should be established and followed. 
The pupils should know exactly where to go, and what do do (formation 
- circle, lines, etc.) in order to avoid confusion. Student leaders 
and helpers help to develop a sense of responsiblity for routine matters, 
A leader, or helper should be selected to be responsible for taking out 
the equipment and for its return. The care of equipment should be dis- 
cussed with and well understood by the entire class. Once a routine 
is established the teacher's responsibility is to see that the boys and 
girls follow it. 


SQUAD ACTIVITIES 


Some games once learned in the large group, are best played 
in squads. (Small groups consisting of from 6-8 children). Red Light 
- Leader and Class - Giant Steps are examples. Squad play affords 
opportunity for leadership and follow-ship; for developing responsibility 
- resourcefulness and cooperation. This type of play can be very 
successful and variable in the second grade if properly presented. What 
should be expected of a squad leader should be discussed and understood 
by the children. Responsibilities of a follower, selection of the games to 
be played, what equipment is needed, location of starting lines, etc., all 
of these should be discussed before attempting squad play. Duties of the 
leader in getting the game started promptly, selecting someone to be 
"it'', should be discussed, Only familiar games should be used for squad 
activities. All new games should be taught to the entire class as a group 
first, and any problems worked out before they are used for squad activi- 
ties. 
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Leadership qualities should be thoroughly understood by the 

children: 

A good leader must: 

1. Be able to take care of himself before he can help others, 

2. Be honest, and a good sport, 

3. Be dependable. 

4. Be courteous and thoughtful of others. 

5. Have the respect of the group. 

6. Be willing to let others be 'it'' instead of choosing himself 
tO pew At Oi rst, 

7. Be fair in making decisions. 

Many other qualifications can be added to the above list. 


Followers also have a responsibility to the leader and the group. 
A member of a squad to be a good follower must: 

l. Be respectful to the leader. 

2. Be willing to cooperate to the best of his ability. 

3. Be willing to accept constructional criticism. 

4. Follow directions, 

5. Be a good sport and play fairly. 

6. Use self-control. 

7. Be willing to follow and not try to take over the leader's job. 

8. Be willing to work for the good of the group. 


These are a few of the qualifications of a good follower or member 
of a squad. 


Squads and leaders, once selected, should normally not be changed 
too frequently as it takes time for a group to get used to playing together, 
and for a leader to gain experience in being a leader. Squads should remain 
the same for about three weeks before changes in members, or leadership 
are made. To start using squad activities, one approach might be to have 
each squad play the same game. The teacher thus can watch for difficul- 
ties and signs of waning interest. The activity should be stopped before 
it lags. After a game is selected, ask such questions as, what should be 
done first? Next? etc. For instance, if Red Light is selected, itis first 
necessary to draw a starting line, second, a line where ''it'' stands, third, 
select a child to be "it". By discussing this procedure with the group, the 
boys and girls will be learning to think through a situation. As the children 
become accustomed to playing in squads, each group can select a different 
game. This best can be done in the room so the groups can secure any 
necessary equipment before going out to play. After about 5 minutes of 
playing, stop the groups and have each group line up behind the leader on 
a previously determined signal - i.e., both hands raised overhead. At 
a second signal - i.e., the teacher raising one hand overhead. Squad I 
moves to where squad II was playing, squad II moves to III, III moves to 
IV, and squad IV moves to squad I's place. Each squad leader leaves a 
messenger behind to tell the new squad what they were playing, where the 
boundary lines or bases are, and to give him the equipment his squad was 
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using, if any. The messenger then rejoins his own group. By following 
this procedure each group has the chance to play the game selected by 
each squad. About 6-7 minutes is sufficient time for each game before 
interest lags, Any problems or suggestions for improving the situations 
and making the game more Satisfying should be discussed after the child- 
ren return to the room. If necessary, suggestions for improvement may 
be reviewed the next time they go out for squad activities. 


EVALUATION 


Evaluation is a continuous process. In the overall picture 
physical education has but one end - to do something good for the individual. 
If one does not stop and measure, how can it be determined if progress 
toward the goal is being accomplished? Evaluation helps the teacher in 
many ways. 


1, It helps the teacher see if the objectives are being met. 
2. It helps in the planning, organization and instruction by 
pointing out weaknesses, needed modifications to meet 
the needs of the pupils. 
3. It provides pertinent information concerning the needs 
and interests of the students. 
4, It serves as motivation for the students in reaching their 
objectives. 
5. It can justify the need for equipment and facilities. 
6. It helps parents, students, and teachers understand the 
worthwhileness of the physical education experiences. ‘ 
6c Yon com . A weak of AAR tiirts etary rhe, 
Evaluation is objective, itis subjective. It is done by the teacher, 
and with the pupils. Objective evaluation includes measuring to determine 
if children are attaining the specific objectives. How many can throw a 
ball accurately to a child fifteen feet away? How many can catch a ball 
thrown from a distance of fifteen feet? “Aow many admit when touched? 
ow many wait their turn? How many can walk, run, skip in time to the 
music? These are some questions to answer in evaluating objectively. 
The children can determine if they are reaching objectives of this type. 


Subjective observation is a continuous process among good teachers, 


/is Jimmy learning to wait until he is chosen? Is Mary entering into the 
games more? Js Bill helping more to make the circle? -—Are the children 
growing intheir ability to play together without fussing? These observa- 
tions are continually being made b r during the physical edu- 


cation class. 


In evaluating the planning of the program these questions must be answered& 
1, Am I planning activities to meet the needs, interests and 
abilities of the group? 
2. Do I have sufficient variety to meet the needs, abilities and 
* Bucher & Reade - Phys. Ed. for the Modern Elementary School, 
The MacMillan Company, New York, 1958. 
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interests of each child? 

3. Are the activities planned according to available facilities, 
space and equipment? 

4. Have I established attainable objectives or are they too general? 

5. Is the program correlated with other areas of the instructional 
program? 

6. DoI have another plan in case of inclement weather? 

7. Have the students had any part in the planning or selection of 
activities ? 

8. Does the overall program include all types of activities «+ 
recommended for this group? ‘ F 

In evaluating the teaching procedure, these questions should be asked. * 

Do I know the activities sufficiently well to teach them to the group? 

Am I teaching and reaching each individual child? 

Do I recognize and allow for individual differences? 

Is there good teacher-pupil, and pupil-pupil relationship? 

Are the children learning? Enjoying the activities? 

Am I holding their interest? 

Am I wasting time in lengthy explanations or in changing from one 


NOM WB WD 


aetivity tO the next? 
8. Are they meeting the objectives? 
9. Dol set a good example? 
10. If the activity does not seem to be successful, do I blame the children, 
or do I stop the activity and later make a self-analysis to find reasons? 
ll. Am I teaching safety and observing the safety rules in physical education? 


Evaluation Of Program Results 


After the planning and teaching have been evaluated, the results also must 
be analyzed and studied. Such questions as the following should be considered:* 


Is each child better in some way for having participated? 

Is he in better physical condition? 

Is he a better sport? 

Are his skills better? 

Does he use good judgment? 

Is he a good leader? 

Is he a good follower? 

Does he assume self-direction? If not, how can I help him? 

Does he enjoy the activities or is he always finding an excuse to not 
participate? 


OMAAINRDRNAWNE 
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* Bucher & Reade, Physical Education for Modern Elementary Schools, MacMillan 
Company, New York, 1958. 
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Does he use any of the activities during his leisure time? 
Does he have a sense of responsibility? 

Is he cooperative with his classmates? With the teacher? 
Is he developing emotionally and socially? 


There is still another phase of evaluation that is essential. What 
points a supervisor considers in evaluating the work. On a general basis 
the following are observed: 


i 


2. 


a 


B. 


6 


In 
questions 


Whether the interests, abilities and needs of the group are con- 
sidered when planning the lesson. 

Whether activities are included that will carry over into leisure 
time - recess, noon and after school play. 

If health and safety rules are being considered. 

If every child is included in and involved in the program. 
Whether the program includes all types of activities recommended 
for the group. 

Whether the activities are taught according to increasing diffi- 
culty so as to be challenging as progress in skills and growth 
develop, and to provide for progressive continuity in the pro- 
gram. 


evaluating a specific lesson, the supervisor seeks answers to 
of this nature: 


Was there evidence of planning with definite objectives established? 
Did the teacher know thoroughly the activities she was teaching? 
Did she accomplish the objectives? 

Had the teacher anticipated pitfalls and problems that might arise? 
How did she meet these? 

Did every child have a chance to participate? 

Was there some vigorous activity included? 

What did the pupils gain from the lesson? Did they enjoy it? 

Was there any unnecessary waste of time? 

Were they good sports? 

Was there any unnecessary roughness or rowdiness? 

Was there some vigorous activity included? 

Did problems arise? If so, why? How solved? 

Were hea!th and safety rules practiced? 

Did the teacher recognize good work? 

Were the pupils on a good basis of relationship with the teacher? 
Was teacher-pupil relationship good? 


Evaluation is a continuous process. Whether one is conscious of this 
or not, anyone who is in the field of education is constantly measuring and 
re-planning to help the boys and girls develop to their optimum ability. 
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SECTION C 
Seomanptse of Monthly Planning 
Suggested Monthly Activities: 


These are suggestions only, showing continuity and allowing for 
progression from easy to more difficult activities as skills improve. 
Objectives are not repeated here as they have been discussed previously. 
Teachers are encouraged to change or supplement these suggested plans 
to fit their instructional program, provided however, supplementary 
activities are not covered in another grade. Although no definite calis- 
thenics are tested here, children must participate in vigorous activi- 
ties each day. 

From 5-7 minutes of vigorous exercises daily is recommended. 

For additional suggestions for rhythms see songs and suggestions 
in Music In Our Town. 


SEPTEMBER: 
Folk Dances and Singing Games 
Blue Bird - review from first grade 
Did You Ever See A Lassie? - review from first grade. 
A-Hunting We Will Go. 


Rhythm Fundamentals: 

Walking, marching, skipping, running, alone and with a partner, 
learning to move quietly and in time with the music. 

Training to keep a good circle with even spacing. 

Training to move freely without crowding or bumping into someone. 


Suggested Music: 
Phoebe James Records - AED-1l Amimal Rhythms & Action 
Songs 
AED 2.Free Rhythms -Skip, Run, 
Gallop, etc. 
AED 3. Fundamentals Rhythm, Skip, 
Run, Gallop, etc. 
RCA Basic Rhythmic Activities Album E-73- March, run, etc. 


Games: 

Ball Clap -O.1.S. * 

Giant Steps - O.S. Cl. 
Hound and Rabbit - O. Cl. 
Ball Stand - O. Cl. S. 
White Bear - O.S. 


. * O-Outdoor game Cl-Can be played by entire class [I-classroom or indoor 
S-Best for squads or small groups 
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Con't. 
Boundary Tag - O. Cl. * 
Crow Race - O, Cl. 
Flying Dutchman - O. Cl. 
Any Apartment to Rent?- O,S. Cl. 
Dop And The Bone- I. Cl. 
Story Plays: 
Cowboys 
Mowing The Lawn 
Moving Day 

OCTOBER: 


Folk Dances and Singing Games: 
Here We Go 'Round The Mulberry Boush - review from first grade 
How Do You Do My Partner - review from first grade 
Round The Village - review from first grade 
Rhythm - Fundamentals and Creative - 
Continue from September if indoor activities are necessary. 


Games: 

Hot@bpalliziOske Cl. 

Old Ladies Witch - O-S. 

slapwack — ©; S..Cl. 

Leader and Chase - O.S. 

Red Light( Stealing Steps) - O.I1.S. Cl. 
Boiler Blue - O. Cl. 

Crossing The Brook - O. S. Cl. 

Who Touched Me?- I, Cl. 


Stunts: 
Tight Rope Walker - O.I. 
Siamese Twin Walk - O.I. 


Holloween Games: 

Ea} onl Batok Gl 

Old Mr. Hobgoblin - O. Cl. S. 
The Witch Wants A Seat - I, Cl. 


Squad Activities: 

For games best suited for squads - the class should be organized into 
squads. Fora list of suggested squad activities see page 15 

For squad organization see page 15 


Story Plays: 
Mining Coal 
Automobiles 
Windmills At The Park 
* See Footnote Page 20 for code. 
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NOVEMBER: 
Folk Dances and Singing Games: 
Tisket, a Tasket 
Dance of Greeting - suggested for grade 1 also 
Paw Paw Patch 


Rhythm Fundamentals: 


Continue from September and October as needed. Use creative 
rhythms as needed to correlate with units in other areas. 
Poems, stories, Thanksgiving, etc. can be used as themes 
for creative rhythms. See Page 28 for suggestions for 
weekly planning. 


Games: 

Midnight - O. S. * 

Pipetie tives! en - ©. .5,- Cl. 

Pots Oem. 1..C1.) 5, 

Cowboys and Indians - O.S. Cl. 

Homlnia,eWOrrnat = 1. GF, 

Touch and Follow - I. Cl. 

Thanksgiving Games: 
Pilgrims and Turkeys - O. Cl. 
Farmer and the Turkeys - O.S. Cl. 
Turkey - O. Cl. 


Relays: 
Beanbag and Basket Relay - I. Cl. 
Bowling - I. 


Pass The Clothespin Relay - I. Cl. 


Story Plays: 
Newsboy 
Pilgrims 
Thanksgiving 


Squad Activities: This should be continued each month to develop 
pupil leadership, followship, and independent play habits. 


DECEMB ER: 
Folk Dances and Singing Games: 
The Gay Musician 
Bridge of Avignon 
Chimes of Dunkirk (suggested for grade | also) 


Rhythm Fundamentals and Creative Rhythms: 


Additional records suggested: 
Phoebe James Series - AED -3 Animal Rhythms 
* See Footnote on Page 20 for code. 
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AED 4 Garden Varieties 
AED 6 Trains 


Games: 

isaw. =O, 1, Cl + 

The Merry-Go-Round - O. I, Cl. 
Tag Variations - O.S. 

Poor enussy Gat =O, 1 Cl, 

Pad Balancing March - 1. CL. 
Squirrel and Nut-I, Cl. 

Cross March - I, Cl. 

Kick The Bag Relay - I. O. 


Christmas Games: 

I Spy The Christmas Package - I. Cl. 
What Toy Is It?-I, Cl. 

Who Has The Christmas Ball? I. Cl. 


Stunts: 
Toad Jump - IL. O. 
Duck Walk - I. O. 


Story Plays: 
Jack Frost 


Santa GClaus's Visit 
The Toys Jubilee 


JANUARY: 

Folk Dances and Singing Games: 
Jolly Is The Miller (suggested also for first grade) 
Shoemacker's Dance (progressing to new partner) 
Nixie Polka 
Little Sally Water 
Jump Jim Jo 


Rhythm Fundamentals: Continue from December - creative rhythms - 
continue from last month. 


Games: 

Roev woop? sais. Cle 

I've Lost My Squirrel - O.I. Cl. - S 
Feathers - I, Cl. 

Ring Master - OI. Cl. 

The Lone Ranger - O.I. Cl. 


* See Page 20 for Code. (Footnote) 
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Gonrts 
Stunts: 
Once learned, the®can also be used as a relay race - 
Dog Run-O.I. * 
Rabbit Hop - O.I. 
Rooster Walk - O.I. 
Airplanes - O.1. 
Rowboat - I. (not good for a relay) 


Story Plays: 
Building An Eskimo House 


The Eskimos 
Coasting With A Sled 


Relays: 
Touching The Dest Relay - I. 
Row Encircling Relay - I. 
Overhead Relay - I. O. 
Fetch and Carry - I. O. 
Underhand Pass Relay - O.I. 


FEBRUARY: 
Folk Dances and Singing Games: 


Pop! Goes The Weasel 
Polly Wolly, Doodle 
Coming Thru The Rye 
Turkey In The Straw 


Fores anyrnnis: 
Fundamentals - continue as necessary from previous month. 


Creative: 
Continue following leads and suggestions from previous month. 
Additional Music suggested - RCA Album E-74 Basic Rhythmic 
Activities. 


Games: 
Bird Catcher - I, Cl. 
Ball Bouncing - O.I1.S. 
Beanbag Ring Toss = I, Cl. 
The Builder - I, Cl. 
The Best Marine - I, Cl. 
Changing Seats - I, Cl. 
Huckleberry Hound - I, Cl. 


* See Page 20 (Footnote) for Code. 
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Stunts: 


Indian Chief-I, O, * 
Crab Walk - O. I. 


Story Plays: 


Relay: 


Valentine Day 
George Washington 
The Woodman 


Pass and Toss Relay - I. O. 
Over and Under Relay-I. O. 
Stride Ball Relay - IL. O. 
Catch Throw and Sit Relay-lI. 


MARCH: 
Folk Dances and Singing Games: 


The Wheat 

Yankee Doodle 

Dixie ‘ 
Skip To My Lou 


Rhythms: 


Games: 


Stunts: 


Fundamentals and creative - continue from previous month. 
Additional Music suggested for Creative Rhythms: 
RCA Album E-78 for creative interpretations. 


Going To Jerusalem-I. Cl. 

Fruit Basket-I, Cl. 

I'm Tired of Stirring The Mush: I. Cl. 
Traveling-I, Cl. 

Find The Object - I. Cl. 

JackiIn The Box- I. Cl 

GalleBaliye="©0,7 Sich 

Have You Seen My Sheepe-I. O. Cl. 
Five Geese In A Flock-O. S. 


Lame Dog Wa!k-O. I. 

Leg Balance Stand - OL 
Measuring Worm - O.L, 
Rocking Chair - O.I. 

Forward Roli- O. I. (With Mats) 


Story P 


lays: 
The Blacksmith 
The Wind 


* See Page 20 (Footnote) for Code. - 
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APRIL: 

Folk Dances and Singing Games: 
Ten Little Indians 
Childrens! Polka 
Carrousel 
Indian Dance 


Rhythms: 
Build on work already accomplished. 


Games: 
Back Lo Back ='©, Gl. * 
Jumping - O.S. Cl. 
Standing Broad Jump 
Running Broad Jump 
High Jump 
Jump Rope Variations - O.S. 
Tommy Tiddler's Ground - O.S. Cl. 
Drop The Handkerchief - O.S. Cl. 
Blind Man's Bluff - O.I. Cl. 
Cat and Rat- O. Cl. 
Center Base - O.S. Cl. 
Circle Stride Ball - O, Cl. 
Gardener and the Scamp - O., Cl. 
Pies - J. Cl. 
Witch In The Jar'- O.S. Cl. 
Mexican Cock Fight - I. Cl. 


Story Plays - (If Needed) 
Making A Garden 
Spring Play 
Cowboys 


Relays: 
Repeat from February if interest is present. 


Squad Activities: Continue if weather permits outdoor activities. 


MAY: 

Folk Dances and Singing Games: 
The Muffin Man 
Sing A Song of Sixpense 
I See You 
Maypole Dance 


Rhythms: (Suggested additional music for creative rhythms if needed) 
Phoebe James Series AED -7 Boat Rhythms. 


* See Footnote on Page 20 for Code. 
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Games: 
Animals - O, Cl. * 
Circle Pass Ball - O. Cl.S. 
Pretty Girl's Country - O. Cl.S. 
Circle Spot - O.I. Cl. 
Coo Sheep - O.S. Cl. 
Red Dog - O.I. Cl. 
Billy In The Forest - O. Cl. 
How Is Your Memory? - O,I. Cl. 
Mend My Shoe - I. Cl. 


Stunts: 
Croquet Wicket - O. 
Chicken Walk - O, I. 
Dust Devil - O.I. 
Kangaroo Hop = O.I. 
The Twister - O.I. 


Story Plays: (if needed) 
The Baseball Game 
Cleaning House 


Squad Activities Should Be Continued 


JUNE: 
Folk Dances and Singing Games 
Use any not previously taught, or review. 


Rhythms Work or any needed to accomplish objectives of the year 
as stated on Page 


Games: Any not previously taught - plus: 
Lame Fox - O.S. Cl. 
Busy Bee - O. Cl. 
Playing School - O.S. 
Statues - O.S. 
The Ball Goes Round - I, Cl. 
Hide The Penny - I. Cl. 


story Plays: 
The Circus 


Swimming 


Squad Activities Continue 


* See Footnote on Page 20 for Code. 
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SAMPLES OF WEEKLY PLANNING 
I, Outdoor Activities 
This is a follow-up of the sample lesson plan developed on Page 20 _., 


General Objectives: See Page |. 


Specific Objectives: See Page 4. 


Activities : 
First Day: 
Equipment: 1 Ball 
Flying Dutchman 
Hound and Rabbit 
Ball Stand 
Giant Steps (review game - play in squads) 


Second Day: 
Equipment: 2 Balls 
Blue Bird - new unless the class learned it in the first grade. 
Flying Dutchman 
Hound and Rabbit 
Squads - 1 & 3 play Giant Steps and Squads 2 & 4 play Ball Stand - 
After 5 min. change --- 
Squads 1 go to where Squad 2 was and plays Ball Stand. Two goes 
to 3 and plays Giant Steps, 3 goes to 4 and 4 to 1 ---Each squad 
leaves a messenger to tell the new squad what the game was, and 
where the starting lines, etc. were. 


Third Day: 
Did You Ever See A Lassie? 
White Bear 
Boundary Tag 
Ball Clap 
Cowboys 


Fourth Day: 
Squads - let each squad select its game and equipment before 
leaving classroom. Play each game 5 min. and rotate. Last 
5-7 min. call group together and play: 
White Bear - or a review game if there is a choice. 


Fifth Day: 
White Bear, Ball Clap, Ball Stand: Play in squads - all playing 
same game. 
Call group into circle - let children choose the next 2 or 3 games 
depending on time. 
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II Rhythms - Fundamentals 
General Objectives: See Page |! . 


Specific Objectives: 
1, To improve in ability to walk, skip, run, gallop quietly in 
time with the music. 
2. To improve in ability to feel the rhythm and phrasing of 
the music. 
3. To improve in ability to recognize suitable music for 
walking, running, skipping, galloping. 
4. To distinguish between hopping (one foot) and jumping 
(2 feet). 


First Day: 
Play Phoebe James Series # AED 2 - Free Rhythms - first 
the walking - let class listen. Clap. Suggest ways of moving 
to it. Let class walk with it. Try walking again to keep better 
time. After three or four tries - do the same with the skip, 
the run and the gallop, jump and hop. 
Follow a similar procedure with the walk, run, and the run 
and jump. If necessary let half the class clap while the others 
move to get the feel of the rhythm and the changes. 


Second Day: 
Teach Jolly Is The Miller - Walking - Paying close attention 
to keeping time with the music quietly, and changing with the 
phrasing of the music. Review the Phoebe James Record AED 
2- Free Rhythms. 


Third Day: 
Review Jolly Is The Miller walking. If class has progressed 
suffieiently, introduce skipping with Jolly Is The Miller. 
Teach Jump Jim Jo. 


Fourth Day: 
Review Jump Jim Jo, Jolly Is The Miller and Free Rhythms 
(Phoebe James AED-2Z) If time- Introduce Phoebe James Record 
AED-5. Fundamental Rhythms. 


Fifth Day: 
Teach Phoebe James Record AED-5, review Jump Jim Jo, Jolly 
Is The Miller. Review Shoemaker's Dance (taught in first grade) 
and introduce changing partners in the dance. 


oh ccna = snare a 


f — 
Ueity qollag .aut «qia ,Alew of yitiide ai evar ret 
Oikwen Ott A 
voleevdg bow culiydis oA? loot of WRUide al asain 
2 heme ans 
ie at evotT gel o° = 
7 <guinasr ,yr sw 

rrsui bee. (Peot on wigan raewipd daivyrteiet ne 7 

rishi 


Z aL otteat 
nee 234 
‘Hh - sondoydt ove - § GAA hk aglvee eortel dose were 
Llp ayn Jeong: e ) Jtete £1 2eg19 tal + pibliew Sift 
an OF she ae spnratlen Y 3) déiw aleaw sento de Ve 26 iu 
8 meatier arte Ty i £9; “pol 1% wet TStLA ori 
(hes qe, ,.qoileg odt Bas ane ons 
rook Dre. ~aUT | paiaw S dw srebecot taligiie sé wallet ; 
aitedee old slintw gals at . et tefl yreaeoeosn WD” gar, Bos = 
eprcd> adi bas mdiy: sritic Eee) saa tan ol avout 
ior se g 
i 4 yet baa 
. Ot3R i> anived ~onidtlie VW - toliiM edt at yilou Hone. 
vt WI CIIW Qhigtisnhs mee WEI teip ics it ditvw ental gtiqvew. vo 
GAA BroowA asrisi igor ad? weiveH oiabico Ta | 5 anita 
: 2 die one sett - 


; hie 
: ¥ 7 


- 


E ve was if) 
begeergorg evil geaeiy 7 rye ga ‘abn “ ain't #! viie?. watved oh 
19ff ott) af. vilet site we fen: yun Ti i sylinsieitiywe, © 


ee bes by qany | FES 
. a a 
/ 


srl sot few alii eet tal aie at anit qual wok ae 


rest, odscd egaglta vtoad = 5ie (5 - ‘aermal $e 5m 
ened A ta | ea | Peete 


i; 
= 


Pa 
~ 
th 
- 
J 


vas 


yilok ,ol ont grail weivde 2-H btoto A & 
\obete dexh, of Md gees) sateen H ‘roxeonsode wah 


ig A j 


30 
III. Creative Rhythms 
Generali Objectives: j5¢e Pageiry . 


Specific Objectives: 
I. To give the children creative experiences. 
2. To help the children grow in creative expression thru music 
interpretation. 


Activities: 

First Day: 
Play Phoebe James Record Animal Rhythms - AED-l. Five 
Little Ponies, Work-Horse, Let children listen. Discuss 
what the ponies and work-horse did, how they felt, etc. Play 
record again and let class listen again, then play record and 
let class listen again and interpret the actions. Repeat and 
select 5 or 6 good performers to demonstrate for class - Let 
class try again. Repeat for rabbits, frogs and other parts of 
the»record. 


Second Day: 
Repeat same record, follow it by AED-3, Animal Rhythms and 
several effects. Discuss the music and how the animals would 
move and act. Then let children move to the music. 
Follow same procedure for this as was followed for Rhythm 
Fundamentals. 


Doird Daye etc, 
Leads are taken from the interests and suggestions of the class. 
Poems and stories about animals can be read and interpreted. 
A circus may be the climax to a unit of this type. This is ex- 
cellent to use correlating it with a unit in other areas of instruc- 
tion. 


Note: There are many suggested action songs «reative and interpretive 
songs in the Music Book - Music In Our Town. 


IV. Classroom Activities 
General Objectives: See Page 1 . 


Specific Objectives: 
1, To have vigorous and satisfying indoor activity. 
2. To improve in ability to listen and follow directions. 
3. To continue developing leadership and followship. 
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Activities: 
First Day: 
Teach "I Say Stop!'' and emphasize admitting when one misses, 
and sitting down without having to be reminded. 
Coasting With A Sled (new) 
Ringmaster (new) 
I've Lost My Squirrel (new) 


Second Day: 
Review - Coasting With A Sled 
Ringmaster 
Review I've Lost My Squirrel 
Teach Touching The Desk Relay 
Let Class choose 2 games suitable for classroom 


Third Day: 

Review I Say Stop! 

Touching The Desk Relay 

Teach Row Encircling Relay 

Teach The Lone Ranger 
Building An Eskimo House 
Rooster Walk 
Rabbit Hop 
Dog Run 
Airplanes 


Fourth Day: 
Review 3 games of childrens' choice. 
Teach or review Jolly Is The Miller, Jump Jim Jo 
If time--review Rooster Walk, Rabbit Hop, Dog Run, Airplanes 


Fifth Day: 
Teach Rabbit Hop as a relay 
Fetch and Carry Relay 
Review Lone Ranger 
Jolly Is The Miller 
Jump Jim Jo 
Review Games of Childrens' Choice 
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SECTION D 
Directions for Activities 


Symbols: 

O. - can be played outdoors 

I, - can be played in the classroom 

Cl. - can be played by entire class 

S. - can be best played in squads of from 6-8 children 


Active Games 


Animals: O. Cl. 
Mark off two goal lines at opposite ends of play space - about 30 ft. apart. 
Divide the players into groups of three or four and let each group choose 
the name of an animal. All the players except the one who is "it'' stand 
on the same goal line. ''It'' stands in the center between the two goals and 
calls the name of an animal. The group having that name try to run to the 
opposite goal without being tabbed. The first player caught becomes the 
helper of 'it''. The others, as they are caught are out of the game and 
stand on the side. After ''it'' has called all of the animals twice, he 
chooses someone to take his place and all return to the game. 


Weeackeho back: On Cl. 
Players are scattered over the playing area in couples, standing back to 
back. An odd player is "it'' and stands in the center of the group. He 
calls ''change'"' and all players, including ''it'' must find a new partner and 
stand back to back. If players take too long to get new partner, include 
the rule that any who don't get a new partner by the count of five are out 
of the ee (Odd player is ''it'' each time). 


a all ae O. 2 S. . 

a. Bounce and catch with both hands. 

b. Bounce and catch with one hand. Use left as well as right. 

c. Bounce and hit to rebound catching with one hand. 

d. Bounce to partner catching with both hands. Stand about 3 feet apart. 
: Bounce to partner, catching with one hand. 
Ne. Hit the ball to pepe back and forth between the partners without 


; 


catching it. St 


sega Clap: O.1.S. 


Equipment: 7 inch rubber ball 
Throw a rubber ball into the air and clap the hands once before catching 
it. Increase the number of claps each time. 
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Ball Clap - Con't. 

Variations: 

1, Throw the ball into the air and catch it with the right hand or left 
hand. 

2. Throw with one hand, catch with both. 

3. Throw with one hand, catch with one hand. 

4. Throw the ball into the air and turn around once before catching it. 


The Ball Goes Round; I. Cl. 

ent: 1 7inch rubber ball. 

Player&S are seated (or standing) in a circle. They pass the ball around 
chanting: 

"Round\and round the ball does go 

Not too t and not too slow. 

Round and feund just like a top 

Now its time fer it to stop. 


On the second stop - the one with the ball is out. Repeat the game. 


Ball Stands OaeGlinws. 


Equipment - one 7 inch playground ball, or volleyball. 

Directions: Choose one player to be "it'"'. Players are standing ina 
nae in a group around ''it'', who has the ball. He throws the ball 
into the airvand calis the name ofa player. All players run away from 
the ball except. the one whose name was called. He catches the ball and 
immediately calts, ''Ball Stand!''; whereupon all players must stand 
stillmept he child sth the ball throws it at a player and tries to hit him, 
not above the waist. successful, the thrower is "'it''. If he fails to 
hit the player at whom he threw the ball, he has to choose someone to 
be ‘it', A Player may mave his body, but not his feet to dodge the ball. 


The Best, Marine; 1, Cl. 

This can be played with a good marching music or with counting for the 
marching. Choose one captain and four sergeants. One sergeant stands 
in each corner of the room. The captain stands in front of the room. 

All other players are privates and stand in a circle around the room. 

The captain, only, gives the commands. He begins by saying, "Forward 
March!'' and all march quietly in time to the music around the room. 

The captain may use any command as ''Forward Skip!"','Forward Run!'"! 
or hop, or jump, etc. -- and all the privates must obey quickly. When 
the captain says, ''Halt!'' all must stop instantly and not move at all until 
the command "'ForwardMarch!"' (or skip, hop, etc) is given. If the ser- 
geants see anyone moving before the command to move is given, they call 
the player's name. If a player's name is called he must take his seat and 
not argue with the sergeant. Those seated are out of the game. Only the 
sergeants call the names of those who fail to stop or who move any part of 
their body before the moving command is given. If a sergeant does not see 
a player moving, the player is safe and remains in the game. The last to 
be caught by a sergeant is the winner and captain for the next game. Each 
sergeant chooses someone to take his place. 
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Bird Gatcher: sli. 

Give each row of seats a number - 1,2, 3,etc. Write these numbers on 
the blackboard. Choose one child to be the bird catcher. He goes to 
the board and erases one number. The children in the row whose number 
was erased leave their seats and skip to the back of the room. As soon 
as the bird catcher has erased one number he skips after the children in 
that row. The first child he touches becomes his assistant to help him 
touch the others. As the others are touched by either the bird catcher 
or his assistant, they take their seats. The last one touched becomes 
the bird catcher, and erases another number. The game ends when all 
numbers have been erased and all have had a chance to play. 


Blind Man's Bluff: O.I. Cl. 

Choose one to be "it'' and blindfold him. All other players join hands in 
a,circlie around ‘it’. The circle moves around "it" until he claps his 
hands three times. Then the circle stops and the blind man points to 
someone in the circle. That player comes in the circle and moves 
around, making some noise with his feet or clapping his hands and "it"! 
tries to catch him by following the noise. When he is touched the first 
player ties the blind fold on him, then joins the circle and the game con- 
tinues. 


Ballergpinve =10, Clio, 
This is a form of tag. 
Players are scattered around the playing area the size of a basketball 
or volleyball court. One is chosen as the tagger. He clasps his hands 
in front of him and calls: 

"Boiler, boiler, boiler blue, 

if you're careless, I'll catch you. "' 
....and then he tries to tag a player with his hands clasped. When 
successful, he tries to join one hand with him. Theyrepeat the chant 
and try to tag a third player with their joined hands. When tagged the 
third player clasps his hands and all repeat the chant, and start chasing 
the other players. The fourth tagged clasps hands with No. 3, etc. 
The game is continued until all have a partner or until only one is left. 
If a player is tagged by a tagger's free hand, do not call him caught. 


Boo - (For Holloween): O. Cl. 

Children are seating with hands joined in circle. The Witch stands, 
inside of the circle. One chosen "'it'' walks around the outside as group 
chants: 

"A little boy (girl) went walking, one dark Holloween night. 

An ugly witch was hiding, completely out of sight. Boo! 

When players say ''Boo"' - the witch breaks thru the circle and chases 
"it", When caught, or if it is obvious that the witch can't catch "it", or if 
they begin to show signs of fatigue, each choose one to take his place. 
Variation: Witch chases ''it'' once around the circle and into the center 
where the witch broke out. Then each choose someone to take their place 
and the game is repeated. 
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Boundary Tag: O. Cl. 
Playing area - a 30 ft. circle or square 20 ft. on each side. 
Players are divided into teams of 6-8. If more than 4 teams, let 
4 play and loser change with odd team each time so all will have 
a turn. Each team stands on the outside of the square, or circle, 
all facing the same direction. Players line up behind captain and 
hook arms around the waist of the player in front of him. On the 
signal ''Go!"', all teams run forward, staying onthe outside of the 
circle or square, and the captain tries to tag the last player on 
the team ahead. This must be done without braking either team 
chain for the tag to count. When acaptain succeeds in touching 
the last man without breaking the chain, teams reverse directions 
and begin another new game. 

Indian clubs, cans, or extra children can be used for the posts. 
No post can be touched during the game. 
Variation: Use as elimination- if 3 or more teams are playing, a 
team dropping out when tagged twice. 


Broad Jumping: See Jumping 


The Builder: I, Cl. 

Players are all seated, with feet, knees, and arms out of the circle. 
Choose one player to be the Builder. He stands in front of the group 
and says, "I'm going to build a house and I'll need some materials. 
Then he names one material he will need, as brick, and calls a child 

to be that material. The child called stands behind the Builder. After 
he has 4 or 5 materials, they catch the clothing of the person in front 
and the Builder leads them around the room. Suddenly the Builder calls 
"Crash" and all players who represent the materials go to their seats. 
The first one seated is the Builder for the next game. 


Busybee:ti Or; Gl. 

Couples in a circle or scattered around the playing area. Odd player 
is the caller. He calls the directions the couples must follow, as 
iracemoslace’; i'Back to Back’, “Stop”, etc. and all couples must 
obey. When he calls ''Busy Bee" all, including the caller try to get 
anew partner. The odd person is the caller and the game continues, 


GallepalltneOs Glais, 

Players form a circle with one child in the center whois "it". "It" 
stands in the center of the circle and calls the name of another player 
and then he tosses the ball straight up in the air. The child whose 
name is called tries to catch the ball before it bounces more than 
once. If he succeeds he becomes "it'"', if not, he returns to his place 
in the circle. As children improve, have them catch the ball before it 
touches the ground. Encourage children to throw the ball straight up, 
not to the child whose name has been called. A poor throw is seldom 
caught. If failure to catch the ball is due to a poor throw, let caller 
throw the ball again and call the same person. 
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Cat and Rat: O. Cl. 
Players join hands in a circle. Choose one player to be the Cat and 
another to be the Rat. The rat stands in the center and the following 
dialog takes place: 

Rat - I'm the Rat! 

Cat - I'm the Cat! 

Rat - I bet you can't catch me! 

Cat - Yes I can! 
The cat then chases the rat who runs in and out of the circle at will. 
The players try to keep the cat from catching the rat by lowering the 
joined hands when the cat tries to go into or out of the circle, and by 
raising their hands when the rat wants to go out or in. The cat may 
duck under the hands but must not break through or step over the 
lowered hands. When the cat touches the rat, each chooses someone 
to take his place. 


Center Base: O. Cl. S. 

Equipment: Volleyball or 7 inch rubber ball. 

Formation: Circle, all facing center, with at least arm's distance 
between players. '‘It'' stands in the center (if possible mark a spot 
designated as the center) with the ball. 

Directions: ''It'' calls the name of a player in the circle and throws 
the ball to him and leaves the circle. The one to whom the ball is 
thrown catches it, places it in the center so it will not roll away, 
then chases the thrower. The thrower tries to cut back into the 
circle at any point and touch the ball before the player touches him. 
If the thrower is successful he is "'it'' again. If he is tagged, the 
chaser becomes "'it'' and the game continues. Both the thrower and 
chaser may cut in and out of the circle at any point provided they do 
not touch the players standing in the circle. Keep the circle large 
enough so they can cut in and out. If the same person has three turns 
in succession without being touched, let him choose a player from the 
circle to take his place. 


Changing Seats: I. Cl. 

This game is best played with desks or chairs that can be entered 
from either side. Players are seated at their desks. Leader gives the 
call ''Seats to the right --change!'' and all move to the seat across the 
aisle to their right. No one should move until the word ''change", 
Leader may call, ''Seats to the left --change!"' or ''seats to the front 
or back--change!'' Players follow the directions in moving. Whena 
row of children are on the side of the room with no seats to change 
into, they come to the front of the room and go quickly to the last 

row on the other side of the room. On ''Seats to the front -- change!"! 
those in the front seat take the last seat in the same row. 
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Ginga wassanallO Ol. a6. 

Equipment: a volleyball size ball 

Players form a circle, players about 8 feet apart. The ball is passed 
quickly from one player to another. The ball may be passed to any 
player in the circle. 


Circle Spot: OI. 
Formation: Single circle all facing center, one player, "it'' in the 
Center, 
Equipment: One beanbag, cardboard per player, except "'it'', or 
something that can mark the place where each is standing in the circle 
---can draw circles for base markers. 
Directions: It is in the center without a base, all other players stand 
in a large circle facing center with their object (base) at their feet. On 
a given signal all skip around the outside of the circle in the same direc- 
tion, until "'it'' claps his hands. Each player, including "it" tries to get 
his foot ona base. The one left out is '1t'' and the game continues. 

e N\A31 N 
Circlesotrige, Ball; .O,. Cl. W’ hee ae a) 
Players stand in a circle in stride position with feet touching those of 
the players on either side. "It'' stands in the center and tries to roll 
or throw the ball between the legs of one of the players. The players 
try to stop the ball with their hands but must not move their feet nor 
bend their knees. If the ball goes between a player's legs he becomes 
yh aa 


Goo Steep. ©. S..Cl. 

One player is the farmer and the others are the sheep. The farmer 
comes down to the line, which is the home of the sheep. He calls ''Coo 
Sheep"' and the sheep follow him around. He may turn at any time and 
try to catch them. Those caught before they reach their home line have 
to help the farmer catch the other sheep. 


Cowboys and Indians - O.S. Cl. 

Draw 2 parallel lines 30 feet apart. Half of the players stand on one 
line and all the Indians. The others are on the other line and all the 
cowboys. Each side chooses a leader. The Cowboys turn their backs, 
all but the leader and the Indians walk toward the Cowboys. When they 
are close, the Cowboys' leader calls ''The Indians are coming}! and-the 
Cowboys turn and chase the Indians back to their line. Any they tag 
before crossing their own line join the Cowboys. Reverse, letting the 
Cowboys approach the Indians. The winning group is the one with the 
most players when the game stops. 


Cross March - I, Cl. 

Mark several crosses at various intervals on the floor. Have two or 
three players more than the number of crosses. Play a march, a skip 
etc. on the victrola and all move around the room quietly in time to the 
music. When the music stops, players stand on a cross (only one ona 
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Con't. 

cross) and the first one there can claim it for his.. If there is any 
argument, both take their seats. Those who fail to get on a cross 
take their seats and others are chosen to enter the game in their 
places. Those remaining in the game at the end are the winners. 


Crossing The Brook: O, Cl. 5S. 

Players line up one behind the other about fifteen feet behind a 
starting line. About 2 feet in front of the starting line, draw 
another line parallel to it. This is the brook. The first player 
runs to the starting line and takes off on one foot and lands on the 
other (as inaleap). After the first child has cleared the brook 
he goes to the end of the line and the next child jumps. After all 
have jumped across, the brook is made wider. All who miss or 
fail to jump across the brook, or step on either line, stand to one 
side and are out of the game. Continue widening the brook until 
one (or a few) can clear it, to see who is the best jumper. 
Variation: Have players take off on one foot and land on both feet 
as in the Running Broad Jump. 

Caution: To keep the game challenging, make the brook wide 
enough at the start so pupils will have to jump the first time 
rather than stepping over it. 


Growarace: ©. Gl. 

Draw 2 parallel lines 20 feet apart. All players stand on one line. 
Arms are outside their knees, Grasp their ankles, and on a given 
signal all walk, or hop, toward the other line. The first one to 
cross the line without letting go of his ankles wins the race. 


Dosthisw Do Phat Cl. 

Children stand by their seats, leader is in front of class. Leader 
says, ''Do This", and all imitate action of the leader (as putting 
hands on hips, raise right hand, etc.) If Leader says, ''Do That", 
and anyone imitates him, that child is out of the game and must sit 
down and remain in his seat until the game is over. The winners 
are those who have not missed and are still standing at the end of 
the game; or the game can be played until there is only one left 
standing, who is the winner and leader for the next game. Encourage 
children to admit when they miss by sitting down when one misses, 
without having to be told to sit. 


Drop The Handkerchief: 0. Cl. S. 

Formation: Single circle all facing center. One child is on the out- 
side and has a handkerchief. A kleenex or paper towel makes a good 
handkerchief. 

Directions: The child with the handkerchief is "it'', and runs around 
the outside of the circle and drops the handkerchief behind a child. He 
then continues running around the circle until he comes back to the 
place where he dropped the handkerchief. The child behind whom the 
handkerchief was dropped, picks it up and chases the other child, trying 
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Gonit: 

to touch him before he gets back to place. If the runner is touched, 
he has to get in the soup pot (the center) until someone else is 
touched. The one with the handkerchief now is ''it'' and the game 
is continued. All should have one turn before any child has two 
turns. 


The Farmer and The Turkeys: O.S. Cl. (Good for Thanksgiving ) 
Draw 2 parallel lines, 60 feet apart. Six or eight players are 
Turkeys and are scattered between the goal lines. The others are 
Farmers and stand behind one goal line. The Turkeys move closer 
and closer to the Farmers saying ''Gobble, Gobble'', and when they 
are close, the leader of the Turkeys says ''Chop, Chop"’". The Far- 
mers chase the Turkeys back across the opposite line. Any who 
are tagged are out. The game ends when all the Turkeys are caught. 


ives eese ini A locks, Ojo. 

All players are seated in a row on a Starting line. They are the 
geese. Select one to be the market woman. She goes down the line 
and counts out using one of the counting rhymes, such as ''Enie, 
menie, mynie, mo, etc. '' On the last word of the rhyme, all the 
geese jump up and run. The market woman chases them as in tag 
and when she touches one, that one becomes the market woman and 
the game begins again. 


Flying Dutchman:QO, Cl. 

Formation: Partners, with inside hands joined, in a single circle. 
All are facing the center, and one couple is on the outside. 
Directions: The couple on the outside walks around the outside and 
taps the joined hands of one couple ‘wha chaselthe first couple around 
the circle once. If they are e tagged before reaching the vacated place 
they must bewit' again, If not, the tagged couple becomes ''it"'. 
Caution: Be sure that the couple chased does not deliberately get 
caught to have another turn. After any couple has 2 times at being 
"it'', let them choose another couple who has not had a turn to take 
their place. 


Fruit Basket; I. Cl. 

Players are all seated at their desks. Give each player the name of 
a fruit. Mark any vacant seats so they will not be used. To help 
children remember the fruits named, list about ten on the board. 
Name the first child the first fruit, etc. The eleventh child is given 
the same name as the first child, etc. until all have a fruit name. 
Choose one to be the leader. Then the leader stands in front of the 
room and calls the names of two fruits, and all who have those two 
names must change seats - ex. Teacher calls oranges and pears 
exchange'' and all the oranges and pears must exchange seats, while 
the leader also tries to get a seat. The one without*a seat is the 
leader. The leader may call, ''Fruit basket turn over'', whereupon, 
all including the leader must find a new seat. 
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Gardener and Scamp: O. Cl. 

Players join hands ina circle. One player, the scamp, stands inside 
the circle for garden. Another player, the gardener, stands outside 
the garden and calls to the scamp, ''Who let you inside my garden?'"! 
The scamp says, ''No one'' and begins to run. The gardener tries 

to catch him but he must follow the path of the scamp and perform 
any stunts the scamp may choose to do, such as, somersaults, leap 
frog, crawling between the legs of some player, etc. If the gardener 
fails to do any stunt done by the scamp he returns to the circle and 
the scamp chooses another gardener. 


Giant Steps or May I?- O.S. Cl. 

All stand side by side on a line facing ''it'' who is about 30 ft. away. 
"It'' calls the first player in line and says ''Bobby, (or calis the 
child by name), you may take three giant steps'’. Bobby must say 
"May 1?'' before taking the steps or he loses his turn, 'It'' may 
vary his directions by giving so many walking steps, baby steps, 
jumping steps, etc. All players called in their turn. The first 
who reaches 'it'' wins and becomes ''it'' and all others return to 
the starting line. All players must be given a turn in order down 
the line each time. 


Goinpelo Jerusalem: A.U.Cl: 

All players seated in desks to start. Mark the vacant seats so children 
will know they are not being used - i.e.- put a book or mark an X with 
chalk, etc. - All stand, mark one seat or desks the same way the vacant 
ones are marked. Children walk around room - all moving in the same 
direction to avoid confusion and bumping into one another. Ata pre- 
determined signal from the leader, all attempt to find a seat, avoiding 
the marked ones. Any who fail to secure a seat, must sit in a marked 
one. They are out of the game. Mark one more seat and the game 
continues. The last one to remain in the game is the winner. If class 
is large, let last 5 be the winners. If music is needed, players must 
keep time to the music and find a seat when the leader stops the music. 


Have You Seen My Sheep? O, Cl. I. 

Outdoors: Players form a circle with odd player on the outside. This 
player walks around the circle and touches someone on the back, and 
asks, ''Have you seen my sheep?'' The player who was touched replies 
"No, how was he dressed?'' The questioner describes someone in the 
circle and the other player tries to guess who itis. If he guesses the 
right one he immediately chases the player described, and tries to 
catch him before he can run around the outside of the circle and back 
to his own place. The player who did the chasing becomes the ques- 
tioner, and the first questioner (he doesn't run) steps into the circle. 


~F~ | “ wa 


shieai euante .qimede oe oeyslq en ford 6 at ebasdt 
sbietgo sbrata rensbiey off , tevelg tediome ebisg we 
y ee yin abrent way Jef aw" sGreR os aft ot allso bits me 
serer tonebieg SAT drt OF entiped bas Mano Ot yee gq 
arvolted bes grisoe oft ty ayeq oni wollot geum ed tad cold doa63 6 
agel ,atissersrmnioe ,#e done ,ob 01 s#unds Yeu quieae odd adanuts ne, 
rensbreo oft WU .at8 “tevelq éotee Io egal Sa asswied gailweto “gout” 
bas oloatis set of Qaeetet ac Gorena ent yo Snob Tanis yas ob oF eink 1 

| ' sosebteg tedious @9e60dp Riper ont) 


A BO = el vaeMse8 oe) jag ; 


(ah he ELOISE LI, lA rr 


sews 41 08 duode al odw 4? quive? wall 8 No Sbie ve ebiemenee 


it alles +o) ~vddeet" eywe Ore edi af reyslq tent adt eflso iH 

éa teu vddow ."“acete iceiy ose? soled yenr soy (enter go aie 
veo ''9i vt eid aee0] sc 40 eque orit srrisics stotad "<1 cane 
aqeje yded ,aqele gotdisy ont O& Saivigeye anoltge rth ase ¥iBY 
toa, oT octet win Bee holies @ pak es HA .996 (@Getd patos 
frites atedio Ile hos ’ aeapoyved bos aah Yar Seton et ony ’ 


sweb tebys «bam devig sd tear ee wale iA 6.Sail gnivzese 4 ff ‘ 
set? d526 sail a 


iD JA proleauzet oT isda 


ee 


yay itt Bt gis 4s. SASSY Os 4 MiMi ithis 3 a4aat a Pod bstase: scouate iA. 


iiiw “<ms dicta 16 dood & Inq -.e.2 + beae gutted tomers gees won a eh 
inkoey odd vew outsee cli adeeb a9 Geek arc aan ~patate HA =.sto ied 


srgs& ert at goons ihe + 19Ot Savet se FES sew “lind beaten o¢s e Orie a 
f1A tetiterns ero ote? Suigctiel boa coiestied) Sige ee coktae TB ’ 
L8ENSOVE. GES © Fa t aa Oise eye ‘hs tS ple agy ro Tt igtgic becimnrists . 
7 . ¢ ’ P out eT a. Te at 
oitvsey « Atfue toute Gee » ab dees Of fel odw yon  -eaRe emer tt 

7 : : , * | {i om ee ee 

sires oft Das tose op0in noo aye wong Shi to 760 ste vai. * 20 > 
yids 16hruw @F) ef ithe ee Is Arpovas GF eao t2el aft <egunitdon | 
TaUTE2 AS OVE fd (Code x aio ragere Tone ae raihe ad @ 238k ea aes a 


. pith See oif2, idl E 
eifT ebielvo edt ov tevalq Bao thie ei: stip S goronet a spyeettee rors 
bas ,dosd.ol? oo anesctios eens Dae wiotio ads. Posiors: e2 HU ‘i 

esifqex badowe: tswodw veyaig ad? ” awoke yo Hese soy evel 
nay ni snesmoe aedieganh aah sip owT Widest ft 
od? 2vexnetg ef Hato? one ve'oug Of weird sayelg aod 
or point bike ,bodizoash reyalg sit ao asia. yee oe 
fasd bas slorin 34t i ebivivg wel brwess aa #624 
-298p St adarobed gatseds afd bib Oliv ae ie 
slovip oft onl eqaie “vs x “000b ont) 138 


Pete ee 


es Ae < > ‘0 a | es al 


Ae 


Hot Ballal.0. Ch 

Players form a circle leaving out one child who is 'it''. Players 
pass a volley ball around the circle while ''it'' runs around the out- 
side of the circle trying to touch the ball. If 'it'' touches the ball 
he chooses someone to take his place. Passing the ball in either 
direction is allowed but it must not be passed across any player. 


Hound and Rabbit: O, Cl. 

Players are in groups of 3 or 4, scattered over the playing area. 
Three players join hands and represent the tree and the fourth gets 
in the middle and is the rabbit. The tree may consist of two or 
three players. Select one player to be the hound, and another as 
an extra rabbit. The hound chases the rabbit who gets into a tree 
to keep from being caught. When he gets into a tree, the rabbit 
into whose tree he gets has to leave and seek another tree. If the 
rabbit is tagged, he becomes the hound and the hound becomes the 
rabbit. Caution: If the hound shows signs of becoming too tired, 
let him change places with someone. After all the rabbits have 
had a chance to run, let each one choose one from the tree where 
they are to take his place so that all will have a chance to be a 
rabbit. See that all rabbits have a chance to run before any rabbit 
has 2 turns. Insist that the rabbit gets into a tree quickly and does 
not run too long. This would make the game slow and dull. 


trae iced olotirring Lhe: Mushyi, Cl. 

It stands in front of the room, pretending to stir a pot of mush. 

He says, "I'm tired of stirring the Mush'! - The class asks "Why?" 
"It'' says, ''Because (name of child) won't run around the room like 
a dog'' - Many use other suggestions as hop like a rabbit, walk like 
a deer, etc. Child named must do as "'It'' says, then he becomes 
mgit. 

Variation: 

Call a row at a time and choose the best one to be '"'it'' next. 


I Say Stoop- I. Cl. 

Players stand by their seats, all facing the front of the room. The 
leader calls, ''Stoop'' and all must then stoop down and stay down until 
the leader calls, ''stand''’. Anyone failing to obey the call is out of the 
game and must sit down until the game is finished. The last one to 
miss is the winner and can be the leader of the next game. The leader 
tries to trick the players by saying ''stoop'' after he has just said the 
same. Anyone who starts to stand when the leader says "'stoop"' is out. 
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I Saw: O. 1. Cl. 


Teacher tells the children of some action she has seen, such as, 
chopping wood. She imitates the action and directs the children 
to imitate it also. After imitating several different actions the 
teacher calls on the children to lead. Encourage the variety and 
vigorous action. 


I've Lost My Squirrel: O,I, Cl.S. 


Players stand in a circle representing squirrels. One is chosen 
"it'’ and goes around the outside of the circle saying, "I've lost 
my squirrel, I've lost my squirrel''. He stops behind a child 

in the circle, taps him on the shoulder and says, "I've found my 
squirrel'', When he says that, both run all around the circle 

in opposite directions. The first one back, runs into the circle 
to avoid a collision and is "it". If the same child is "it" for two 
turns, let him choose someone to take his place so all can have 
a turn. 


Jump Rope Variations: O.S. 


1. Turn and jump ten consecutive jumps with an individual rope. 

2. Run in with two people turning front door. Then run in and 
jump one time twice, etc. 

3. Run in backdoor. 

4. Rock the cradle. 


Jumping: O.S. Cl. 


1, High Jumping: 

Have two people hold a rope. Players line up single file and one 
at a time try to jump the rope. They should land on the toes, but not 
in a stiff position. The knees should give (bend) as they land. Itis 
suggested that the teacher hold one end of the rope and let it drop as 
a player misses. This avoids tripping over the rope. Sart with the 
rope low, and after all have jumped over it, raise it a little. As the 
players miss they drop out of line until most have missed, then start 
with the rope low again. 


2. Running Broad Jump: 


Mark a starting line on the ground. The players form a single 
line, one behind the other, about 10 feet behind the starting line. 
The first player runs to the starting line and at the line he jumps 
from (take's off) one foot, landing on both feet as far beyond the 
line as he can jump. The length of the jump is measured from the 
starting line to where any part of the jumper's body touches the ground. 
As the jump is taken, lean forward to avoid falling backwards. 


Caution: Let the first player finish his jump before the second player 


starts running. After a player has jumped, he goes to the end of the 
line to await his next turn. 
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3. Starting Broad Jump: 
Players line up behind a starting line, one behind the other 

he first player toes the line, arms forward. Swing the arms down 
and back, bending the knees and inclining the body forward. Jump 
from both feet as far as possible, drawing the knees up, and letting 
the arms swing forward and upward as the jump is taken. After 
landing, fall forward rather than backward as the distance of the 
jump is taken from the starting line to the nearest point where any 
part of the body touches the ground. 


Lame Fox-O. S. Cl. 

Mark a spot off on the ground for the fox's den. 30 ft. away draw 
‘a line to be a safety or goal for the chickens. Select one to be the, 
fox, the others are chickens. The chickens go to the fox's den and 
tease him saying ''Lame fox, lame fox, can't catch me''’, The fox 
then takes three steps and then hops after the chickens on one foot. 
Any he tags before they get back to their goal have to join him in 
the fox's den and help him catch the others as the game continues. 
As players become foxes, they must hop on one foot and raise one 
hand so that the chickens can tell who the foxes are. The last 
chicken tagged becomes the lame fox for the next game. ” 


Leader and Class =O, S. (Best for*groups:0f6 ="8, 

Equipment... Volleyball or 7.inch playground ball, 

Players stand on a line side by side not toorclosestogether facing 
the leader who is ten feet away. The leader throws: the ballto the 
first one in line who catches it and throws it back to the leader, 

~ The leader throws to the Second child, etc. until all have had a 
turn. Then the leader gives the ball to the first child in line who} 
becomes the leader, and the first leader goes to the end of the line. 
Anyone who misses, or throws the ball so the catcher cannot catch 
it goes to the end of the line. If the leader fails to catch the ball, 
(unless the throw was too poor to catch) he goes to the end of the 
line. If the leader fails to catch the ball, also, the first one in 
line takes his place. 


Merry - Go - Round - O.I. Cl. 

Formation: Double circle with 5 extra players in the center. At. 

a given signal the players in the outside circle walk around the inner 
circle. The inside circle stands in place but move up and down repre-) 
senting the horses. Ata given signal all outside players and the ticket 
takers try to find a horse by placing both hands on the shoulders of some- 
one in the inner circle. Those unseccessful are the ticket takers and the 
game is repeated. After playing a few times let circles change places« 
May use a record player, and when the music stops (all must keep time 
to the music) get a horse. 
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Midnight - O.S. 

Mark a spot for the witch's den (a tree is excellent) and about 60 ft, 
away draw a line to serve as a goal for the players. Choose one to 
be the witch. The children tease the old witch by going around ina 
circle around the witch saying ''What time is it, Old Witch?'' The 
witch answers with any time she wishes, as ''one o'clock"'. The chil- 
dren ask again. When the witch says ''Midnight'', she chases them to 
their goal line. The witch cannot cross the goal line. Any that the 
witch touches before they cross their goal line have to return to the 
witch's den. The first caught becomes her helper, the others stay 
in the den. The last one tagged becomes the witch for the next game. 


Old Lady Witch - O.S. 
Draw a line for a goal line. Choose one to be ''Old Lady Witch"! and 
a spokesman for the children. The witch walks away from the goal 
line and the children follow her and tease her by saying: 

"Old Lady Witch lost her switch 

Picked up a penny and thought she was rich.''! 
The Old Witch turns (after they are about 60 ft. away from the goal) 
and asks the children ''Whose children are you?'' If the spokesman 
for them replies, ''Nobody's children" or ''Mrs. Brown's children’, 
etc. they do not run, but if the children's leader answers ''Your 
children", the witch chases them back to the goal line and tries to 
tag as many as she can before they reach it. Any tagged help the 
witch the next time and the last one tagged is the witch for the next 
game. 


Old Mr. Hobgoblin - O.S. Cl. 

Draw 2 parallel lines 60 ft. apart for goal lines. Choose one to be 
Mr. Hobgoblin, who stands in the center. The others are cats and 
stand on one goal line. Children tease by saying ''Old Mr. Hobgoblin 
sat on a seat'’. He replies ''When the cats come creeping by, he 
chased them down the street''. Cats creep to opposite goal line and 
Mr. Hobgoblin tags as many as he can. He then chooses one who 

has not been caught to take his place and the game is repeated. He 
can vary the game by changing creeping to running, crawling, hopping, 
etc. 


Pad . Balancing March - I. Cl. 

The pupils march around the room with a pad o notebook balanced on 
top of their heads. If the pad is touched to keep it from falling, or if 
it falls, the pupil carries the pad in his hand while marching. Touch- 
ing a pad scores one point, dropping a pad Scores two points. Each 
row is a team and the team with the lowest score wins. 
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Pies - I, Cl. 
Players sit on a door step or stand on a line side by side. One player 
who is the Baker gives each player the name of a pie. An ''Old Woman'"! 
steps forward and knocks on the back of the Baker, and the following dia- 
logue is carried on: 
"Who's knocking on my door?'"! 
"The Old Woman" 
What do you want?''! 
"T would like to buy a pie, /' 
When the name of the player has been called, he comes down the steps 
and runs to a designated goal and back again, the '"'old woman" chasing 
him. If he is caught the pie goes to the ''old woman's" home, if not, he 
returns to the Baker. At the end of the game, all players caught must 
perform a stunt. 


Pigtin, the Pens 0,5; Cl, 

Children hold hands in a circle. One child chosen as the Pig stands in 
the center of the circle. He has three chances to break out of the circle. 
If he is unsuccessful he chooses someone to take his place. If he suc- 
ceeds in breaking out of the circle, children let him break clear, then 
all chase him. The child who first touches the Pig is the new Pig for 
the next game and the children form a ring around the new Pig. 


Pilgrims and Turkeys- O. Cl. 

Choose five to be Pilgrims and each marks a spot on the playground as 
his home. All other players are wild turkeys and walk around in the 
woods (on the playground). The Pilgrims chase the turkeys. Any 
touched are taken to the home of the Pilgrim who tagged him and the 
Pilgrim tries to tag another turkey. When all are tagged each Pilgrim 
chooses a turkey to take his place. The Pilgrim that catches the most 
turkeys wins. 


Playing School - O,S. 

Players sit on the lowest step of the building. One is chosen to be the 
teacher, who stands in front of the group with both fists extended and 
has a small stone, pin, piece of chalk, etc., in one fist. The first 
player has one chance to guess in which fist the stond is located. If 
he guesses correctly he is promoted to the second step. Then the 
teacher puts his hands behind his back to arrange the stone again in 

a fist and the second player guesses. This continues until all have 
guessed. The one who is promoted to the top step first becomes the 
teacher for the next game. 


Polrgon mo. Olea. 

Place an object (or draw a circle with a diameter of about 18 inches) 
as an Indian club on the floor. Players join hands and make a circle 
around the object. The Players try to pull the others and make them 
touch the object, which is poison without breaking hands or without 
touching it themselves. Anyone who touches the object is out of the 
game. No one can pull or push another if the circle is broken, They 
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Con't. 
have to stop and catch hands again before continuing the game. 


Poor Pussy Gati-sO, I. Cl, 

Draw a circle 30 ft. in diameter, all stand around on the outside of 
the circle facing center, with hands outstretched, and palms up. 
Odd Player is "'It.'' "It'' walks around circle stroking the hands of 
the players, saying ''Poor Puss, Poor Puss''. He slaps the hand 
of one child and says ''skat!'' Whereupon, that child chases ''It"' 
around inside the circle trying to tag him before he can get back 

to the vacated place. If he tags him he is "It", if unsuccessful, 
the same player is 'it'' again. If a player has two turns at being 
"it'’ he chooses someone to take his place in the center. 


Pretty Girl's Country - O. Cl. S. 
Have players divided into two equal teams. Draw two parallel lines 
for goal lines about 30 feet apart. Each team lines up, facing the 
other on their goal line. One team gets together and decides upon 
some action to dramatize as mowing the lawn, climbing a ladder, 
etc. Then they approach the other team saying 'Boom, boom, here 
we come", 

(other team) - ''Where're you from?" 

(First team) - ''Pretty Girl's Country"! 

(other team) - "What's your trade?'"! 

(First team) - ''Lemonade'"'! 

(other team) - ''What's your initials? "' 
The first team gives the initials of the words in the action they have 
decided upon. 
Second Team - ''Get to work and show us something'"'. 
The first team now goes thru the actions they had decided upon and 
the second team tries to guess what itis. When they guess correctly 
they chase the first team back to its goal touching as many as they can 
before they reach the goal. All tagged join the second team. Then the 
second team decides upon some action and goes up to the first team. 
If a team fails to guess and gives up, the same team guesses again. 


RhedslogeayOolLi Cl, 

Formation: Single circle - all facing center ''it'' standing on the out- 
side of the circle. 

Directions: It runs around the outside of the circle touching each child 
on the shoulder as he says ''Red Dog!''. When he says "Black Dog!"! 
as he taps someone on the shoulder - that player chases him around 
the outside of the circle. If he tags him before reaching the Red Dog's 
place in the circle, he has to go to the center and remain until another 
player is tagged. Then he may rejoin the circle. The Red Dog now is 
it and the game is repeated. Be sure that no player has a second turn 
before all have had one. If played in classroom - all remain in their 
seats until tapped. 
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Red Light - O.S Cl. 

Players line up side by side on a line. It stands beyond another line 
about 60 feet. It turns his back to the players and counts to ten, in 

a voice loud enough for the players to hear. Then he says ''Red Light"! 
and turns around and faces the children. While he is counting, the 
players advance toward the line ''it'' is standing on, but must stop be- 
fore ''it'' finishes counting. When "it'' turns around, he sends anyone 
he sees moving back to the starting line by calling the name of the 
child whom he sees moving. The first to reach the line where "'it"' 

is standing is ''it'' for the next game, and all return to the starting 
line for the next game. If the lines are too close together, and the 
players get to the finish line too quickly, the game isn't very interest- 
ing or challenging. Note: Be sure that any sent back to the starting 
line have time to reach it before ''it'' turns and begins to count again. 


Red Light or Stealing Steps (indoors) 


It stands in front of the room with his back to players and counts audi- 
bly to ten and says ''Red Light'', and immediately turns to face the 
players. A player. from each row has been chosen to start from the 
back of the room, one in each aisle. While '"'it'' counts they walk for- 
ward as rapidly as possible, but must be motionless when "it" turns 
around. Any player seen to move by "it'' must return to the back of 
the room and start again. The first player reaching the front of his 
row is ''it'' for the next game. Select new players for each game and 
continue until all have had aturn. "It'' cannot turn around until after 
he has counted to ten and says ''Red Light". 


Ringmaster = O.1..Cl. 

Formation: Single circle, all facing center, one chosen to be the 
ringmaster stands in the center. 

Object of the Game: Animal imitations - can use music of suitable 
rhythm, and move to the music. 

Directions: Ringmaster calls name of an animal and all in the circle 
imitate movements (and call if outdoors and the noise will not disturb 
the others) of that animal. After the ringmaster has called several 
animals, he calls ''Circus Parade!'' Each player then imitates his 
favorite animal - all moving counterclockwise around the circle - the 
ringmaster walks around and selects the best imitator to be the next 
ringmaster. 


Slap Jack - O.S. Cl. 

Draw two parallel lines about twenty feet apart. Divide the players 
into two teams and line them up on those lines facing each other with 
hands outstretched, palms up. A player from team I goes over to 
Team 2, slaps one of the outstretched hands and quickly runs back to 
his line. The player slapped tries to catch him before he reaches his 
place in the line. Whether or not he catches the player from Team I, 
he immediately slaps the hand of another opponent and runs back to his 
own line. One point is scored for each opponent who is caught. 
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Squirrel and the Nut - I. Cl. 


All players are seated with their heads on their desks, eyes closed, and 
one hand cupped on the desk, with the palm up. The ''squirrel'' skips 
around and puts the nuts (or piece of chalk, or some small object to repre- 
sent the nut) in someone's hand. He then skips back to his seat, while the 
one in whose hand he put the nut skips and chases him, trying to tag him 
before he reaches his own place. If he is tagged, he has to stand in the 
sugar bowl (a corner or place in the front of the room) until another 
child is tagged. The one who has the nut is "'it'' and the game continues. 
When the nut is placed in a child's hand, all raise their heads and watch 
until the child returns to his seat or is caught. Then all put their heads 
down again. After a child has had a turn he does not put his head down 
again. In this way it is easy to see who has and who hasn't had a turn. 


Stealing Steps - see Red Light 


Statues - O.S. 

One child is chosen to be the judge and swings each child in turn and as 
he lets go the child keeps the position or pose in which he lands. After 
all have been swung, the judge selects the one in the best pose and that 
one becomes the judge and swings the children again. 


Tag Variations - O.S. 
1. Chinese Tag: The player who becomes "it'’ has to put his hand on the 
spot where he was tagged until he tags another player. 


2. Cross Tag: ''it'’ chases a child B, another child C runs between ''it'' 
and B and ''it'' must chase C until someone else crosses their path. When 
tagged the player starts by chasing the one who tagged him until another 
player runs between them. 


3. Link Tag: Two persons are "it'' and join inside hands and try to tag 
another player. Any player tagged joins the link. Only the two end 
players may tag and any one caught if the link is broken doesn't join the 
link. If it breaks the players have to stop and join hands before continu- 
ing the chase. 


4. Shadow Tag- "It'' tags a player by stepping on his shadow. 


5. Ostrich Tag: Players take places on field (anywhere being certain 
distances apart from each to other). One player is "'it''.. The object of 

the game is for the player who is "'it'' to catch those who do not have their 
arm under their left knee, and holding his nose with the same hand. When 
"it'' tags someone he has to take his place. 


6. Turkey Tag: Players and 'it'' run around flapping wings (arms) like a 
turkey. Player is safe when he stands like a tree - stand on one leg. Extend 
other leg , and put both arms over head, pretending his head is the turkey 
insthe- trees 
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Tommy Tiddler's Ground - O.S. Cl. 
Draw a line through the center of the playing space. Tommy Tiddler 
stands on his side of the line and must stay on his ground. The re- 
maining players stay onthe other side and go over into Tommy 
Tiddler's ground and tease him by saying: 

"I'm on Tommy Tiddler's ground, 

Picking up gold and silver!" 
Tommy Tiddler tires to catch anyone on his own ground. Anyone tagged 
becomes Tommy Tiddler. The players can make the game more inter- 
esting by going as close to Tommy as possible. Have Tommy Tiddler 
stand far back on his ground so he will have farther to chase the children 
before they reach the dividing line. 


Traveling - 

All are seated. The leader calls a player and says, ''Go by train to 
Mary's house,'' and the player goes, imitating a train to the seat and 
Mary is told some way to go to another seat. If the child fails to go as 
directed he has to return to his own seat. Ways of going can be varied 
as by airplane, fly, like a duck, walk, skip, run, hop, etc. The game 
continues until all have had a chance to take atrip. Variation: When 
the first child is told how to go, and arrives at Mary's seat, she tells 
Mary how to travel, etc. 


Turkey- O. Cl. 

This game gives a chance for dramatization. Select a farmer, a tur- 
key, 2 pans of wheat and oats, a horse, a cow, three pigs, two children 
to be the fence, two for the brook and two for the wheelbarrow. The tur- 
key leaves the barn and takes some pecks at the wheat and oats on his 
way out. He passes each of the animals and wheelbarrow and says to 
each in passing, ''Don't tell my master where I've gone"! and each nods 
solemnly. When he is out he struts proudly. Then the farmer comes 
into the barnyard and says to the pans of wheat and oats, ''Has my big 
gobbler passed this way?'' They stand show him empty pans - if girls 

- they shake their dresses. If boys, they turn somersaults. The far- 
mer goes next to the horse, he neighs and tries to detain him by holding 
him with 1 hand or standing in front of him. When the farmer gets away 
he goes to the cow, then the pig and the same thing happens. The cow 
moos and the pigs grunt in answer to his question. The cow may try to 
hook him with his horns, the pig may go on all fours to get in his way. 
The wheelbarrow doesn't talk but gets in his way. When the farmer gets 
past the wheelbarrow he chases the turkey who runs back to the barnyard 
and in doing so, must step over the fence (2 children join hands) and leap 
over the brook. The farmer must take the same path and tries to tag the 
turkey before he gets back to the yard. Each child chooses someone to take 
his place for the next game. 


White Bear - O.S. 
This is a Russian game. One is chosen to be the White Bear and sits on 
the steps or on a spot designated as his den. He says, ''White Bear is 
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Con't. 

hungry, I'll go catch some fish.'' At that he chases the children who 
have been standing just outside of his den and tries to touch as many 
as he can before they reach their goal which is a line drawn about 30 
feet away. Any touched must return to the bear's den. After he has 
caught two or more,the bear says to his prisoners, ''White Bear is 
hungry, go catch White Bear some fish. '' Whereupon, the prisoners 
do the chasing for him. Then the last one touched is White Bear for 
the next game. 


ine; WitchiInyDohe Jar +-.0O..S, Cl. 
Choose one to be the witch. She draws a circle to represent her jar. 
The children tease the witch by going close tothe jar. The witch 
chants: 
"Dear children, dear children, You dare not go far, 
WOrsitslecatcheyOuse) OU, lbslandvinemvalar.«: 
The witch tries to touch any she can and put them in her jar. If she 
has one person in the jar, he can be rescued by another player who 
can get to the jar without being tagged. If, however, she gets two in 
the jar, they are linked and cannot be rescued. 


QUIET GAMES 


Any Apartments For Rent? O.S. Cl. 

Players form a large single circle, all facing center. Each has his 
own apartment (draw a circle or an X for each child to stand in) ex- 
cept ''It'', who stands in the center. ''It'' goes from one player to 
another asking ''Any apartments for rent?'' Behind his back, as in 
"Pussy Wants A Corner'' - players beckon and change places. ''It!' 
tries to get into one of these empty apartments. If ''it'' calls ''Moving 
Day'', all including '"'1t'' must find a new apartment. Odd player is 
"it'' for the next game. 


BeanBag Ring Toss 

Equipment: One bean bag for each team - can uSe an eraser. 

Draw a circle about 12 feet in diameter, 10 feet in front of each team 
which is lined up behind the starting line, single file. Each player 
in turn throws the bean bag trying to have it land in the circle. If it 
does - 5 points is scored for his team. If it touches the edge of the 
circle - score 3 points. Team wins that has the highest score after 
each has thrown. Variation: If only one beanbag is available, or if 
Space does not permit more than one team to play at atime. Put 
each team's score on the board as they throw and have only one team 
throw at a time. 
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Billy In The Forest- 

Equipment: 7 inch rubber playground ball and a yard stick. 
Formation: Double circle, children facing each other, about 3 feet 
apart. Odd player - Billy, tries to push the ball around the circle, 
with the yardstick between the circles without touching any of the 
children who are the trees in the forest. All trees must stand still. 
If the ball touches a tree, he changes places with Billy. If Billy is 
successful, he chooses someone to take his place when he gets the 
ball back to the starting point. 


Dog and the Bone - I, Cl. 

One child who represents the dog sits in front of the class with his 
back to the children, and his ''Bone'"' placed behind his chair. The 
dog hides his eyes, or shuts them. His ''Bone''is an eraser. The 
leader points to a child who tries to come and pick up the ''Bone'"' 
without the dog's hearing him come up to get the bone. If the dog 
hears him, the dog says, ''Bow Wow!'' and the child, unless he al- 
ready has taken the bone, has to return to his seat, and the leader 
points to another and puts him to the test of getting the bone. If 
the child is successful in getting the bone, he takes it to his seat 
and puts it behind him. Whereupon all put their hands behind their 
backs, and the leader says to the dog, ''Your bone is gone'' The 
dog then stands and faces the class, and tries to guess who has taken 
his bone. He has three guesses. The one who has the bone is the 
new dog, even though the dog has guessed correctly. 


Feathers - I. Cl. 

All children stand by their own seats. The leader stands in front 

of the class and says, ''Birds have feathers", and raises his arms 
sideways to shoulder level and drops them immediately back by his 
side. All playing must do the same. Any failing to do so are out 

of the game and must sit down. The leader continues to call things 
that have feathers and some that don't and each time he raises his 
arms. The players must raise their arms only when the object 
mentioned has feathers. If the leader says, ''Dogs have feathers", 
any who raise their arms are out and must sit down. The winner 

is the last to miss. At first it is best for the leader to call slowly 
- allowing the children time to think before raising their arms. As 
they become more familiar with the game, call faster as the game 
can drag if the calling is done too slowly. Encourage children to 
know and admit when they miss and to sit down without having to re- 
mind them. If a child serves as the leader, select another before the 
first drags too slowly as he runs out of ideas. 


Find The Object - I. Cl. 

Four or five children, chosen by the leader, hide their eyes at the 
blackboard, or go out of the room. An object such as an eraser is 
hidden in the room not necessarily where it can be seen. The one 
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who hid the eraser, takes his seat, then says, ''ready'! and the chil- 
dren who hid their eyes, try to find the eraser. If they have difficulty 
in locating the eraser, the one who hid it, can tell them whether any 
child is "hot" or "warm" or "cold". The first to find the eraser se- 
lects four or five others to hide their eyes, and then hides the eraser, 
etc. 


Hide The Penny - I. Cl. 

Same as Find The Object using a penny and with these exceptions: 

1, Penny must be in sight. 

2. When a person sees the penny, he goes to his seat without giving 
it away or touching it. The first one to his seat hides the penny 
and calls the next five to hide their eyes. He does this after the 
others have seen it or a reasonable time has been allowed. 


How Is Your Memory- O.I1.S. Cl. 

This is best for small groups - 6 to 10 players. Players line-up side 
by side ona line. The first player goes out in front of the group and 
does a stunt or some action. The second player steps out, repeats 
the action and adds one of his own. The third player repeats the first, 
then the second, then adds one of his own. Each player in turn must 
repeat the actions in the same order and add one new one. Anyone 
failing to repeat them in order is out of the game. There are 2 end- 
ings: 

l. If a player misses, the next person starts over on a new game. 

2. The next player continues the game that has already started. 


Hucklebury Hound - 
This is the same as Dog And The Bone, calling him Hucklebury Hound 
Dog - 


I Spy The Christmas Package - I. Cl. 
This is similar to Find The Object - using a Christmas box or 
package for the object. 


Jack In The Box - I. Cl. 

All players stand by their own seat facing the leader who is in front 
of the group. When he says ''Jack In The Box", all stoop, when he 

says ''JackOut Of The Box" - all stand. If he says, ''In the box" or 
"Out of the Box''! - No one must obey - anyone who does is out of the 
game and takes his seat, or if anyone stands when the leader says - 
"Jack In The Box" he is out of the game. The winners are the last 

five (or any number) left in the game. 

Note: Children should be taught to know when they miss and to with- 
draw from the game without having to be told they missed. 
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The Lone Ranger I. O. Cl. 

Equipment: A bandana, scarf or large handkerchief for a blind fold. 
All players stand ina circle, facing center. The Lone Ranger is 
blindfolded and stands in the center. He turns around 3 times and 
points to someone in the circle calling. ''Hi! Ho! Silver!" This 
person must answer, ''Hi! Ho! Silver!'' The Lone Ranger has 3 
guesses to recognize the voice. Then they change places and the 
game continues with the new Lone Ranger. 


Mend My Shoe - I, Cl. 
All are seated. One player takes the shoe (a piece of chalk) and gives 
it to someone who is the shoemaker saying, ''Will you mend my shoe? 
I'll be back in ten minutes'', and goes to the blackboard, hides his 
eyes and counts to ten out loud. While he is counting, the players 
pass the chalk from player to player and continue to pass it and pre- 
tend to pass it until the customer guesses who has it. When the cus- 
tomer finishes counting, he returns to the shoemaker and says: 

"Is my shoe ready'"' 

"No - It isn't'' (shoemaker) 

miiamust have it” 

“UYousmustitindr1t" 
Then the customer has three guesses to find it. He may walk around 
the room asking for his shoe, and while his back is turned the shoe 
is passed from one to another. After his three guesses he chooses 
someone to take his place. 


Mexican Cock Fight - I. Cl. 

Equipment: 2 straight pins, and several pieces of colored paper about 
2''x 3", The leader calls two children up to the front of the class, and 
pins one of the colored papers on the back of each child, without letting 
either child see the paper. The leader then turns the two children so 
they face each other, and each tries to see the color on the other's 
back without letting him see what color is on his back. The first one 
to see, and tell the color of the paper on the other's back, wins and 
each chooses the next 2 contestants. The children must not touch 

each other while trying to see the paper. 


Old Funny Face - I, Cl. 

Draw a clown's face with a big mouth on a 15 inch by 15 inch piece of 
cardboard. Cut out the mouth for a target. Divide group into teams, 
and each takes a turn at throwing a bean bag trying to get it thru the 
mouth from a distance of 10 feet. Score 5 points if the beanbag goes 
thru hole, 3 if it hangs on the edge. Winning team is one with the 
highest score. 
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Touch and Follow-I, Cl. 

The one chosen as IT touches someone on the shoulder, who follows 
IT around the room once, imitating every action of IT. IT takes his 
seat and the second child becomes IT. If he fails to imitate all the 
actions, IT chooses someone else to follow him. 


What Toy Is It? - I. Cl. 

Divide class into groups of from 5-8 children. Each group chooses 
a toy to ''act out''. Other groups try to guess the toy. This is simi- 
lar to Charades. 


Who Has The Christmas Bell? - I. Cl. 

Equipment - One small bell. 

All sitin acircle. IT is blindfolded and stands in the center. All 
sing ''Jingle Bells'' as the bell is passed around the circle from player 
to player. At the end of the verse, IT removes the blindfold and has 

3 guesses to locate the bell, if successful, he chooses the new IT. 

If unsuccessful, the one who has the bell is IT. 


Who Touched Me? I. Cl. 

All are seated except the one who is selected to be IT. IT hides his 
eyes at the blackboard in front of the class. The leader points to 
someone who walks quietly up to the front of the room and taps IT 
lightly on the back. IT, without turning around asks, ''Who touched 
Me?'' The child imitates the sound of some animal, and IT tries to 
guess who is standing behind him. After he has had three guesses 
- he takes the leader's place. (that is, he chooses the next one to 
come up and imitate some animal). The one who touched him, be- 
comes IT and hides his eyes. 


The Witch Wants A Seat. I. Cl. 

All sit in a circle. Witch stands in the center and says ''I'm an 

old witch looking for a seat. WhenI call your name, I'll see whom 
I can beat''. She then calls two players. They try to change seats 
while the witch tries to steal one of the vacant places. The one left 
without a seatis the witch. Variation: call 3 or 4 names in quick 
succession. 
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FOLK DANCES AND SINGING GAMES 


A-Hunting We Will Go - English 

Music: Folkraft record no. 1191, RCA al. E. 87, Singing Games 

Words: 

1, Oh, a-hunting we will go, 

2. A-hunting we will go. 

3. We'll catch a little fox, and put him in a box 

4. And then we'll let him go. 

Chows: Sing at the same time and sing tra-la-la-la-la-la or repeat 

the same verse. 

Formation: Groups of 5 or 6 couples, partners facing, girls in one 

line and boys in the other line. 

Directions: 

1, First couple join both hands and slide four slides down between 
the two lines. 

2. First couple take four slides back to place. 

3, 4, and chorus. All face forward, first girl lead her line and the 
first boy lead his line, turning away from their partner, to the 
end of the group. There the first couple join both hands and make 
an arch. The second couple go behind them and come under the 
arch, join inside hands with the partner and the second couple 
leads the lines up to the front. 


Repeat from the beginning until all have been in the first couples' 
place. 


Bluebird - American (Grade 1 also) 

Music: Folkraft record no. 1180 

Words: 

Verse I. Bluebird, bluebird, thru my window 
Bluebird, bluebird, thru my window 
Bluebird, bluebird, thru my window 
I love you. 

Verse 2. Take a little partner, tap him on the shoulder 
Take a little partner, tap him on the shoulder 
Take a little partner, tap him on the shoulder 
I love you. 

Directions: 

Verse I. Circle hands joined and raised to make the windows. Select 
4or5 as Bluebirds who are in the center. They go in and 
out the windows, all moving in the same direction to avoid 
confusion. On the last line stop and face the child in the 
circle where each Bluebird stops. This child is his partner. 

Verse 2, Tap partner on the shoulder and at the end of the verse change 
places so there will be a new group of Bluebirds. 
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Bridge of Avignon - French © 
Music: Folkraft 1191, RCA Victor EPA - 4144 
Directions also on the cover of the record. 
Words: 
Chorus: On the Bridge of Avignon 
They are passing, they are dancing; 
On the Bridge of Avignon 
They are dancing in a ring. 
Verse i: 
Gentlemen all do this way 
Then they all do that way. 


Verse 2: 

Ladies ail do this way 

Then they all do that way. 
Chorus---Verse 3: 

Soldiers all do this way 

Then they all do that way 
Chorus---Verse 4; 

Street boys all do this way 

Then they all do that way. 
Formation: Partners in single circle - hands may or may not 
be joined. 
Directions: 
Chorus: - All skip clockwise (toward left hand) around the circle. 
Stop and face partner in word "fring", 

Verse 1; Face partner, pretend to remove hat and !Pake a 
Sweeping bow to partner. Turn back to partner and bow to neighbor. 
Repeat Chorus, 

Verse 2: Partners face and make an exaggerated courtesy. 
Repeat to neighbor. 
Repeat Chorus. 

Verse 3: Partners face and salute (soldiers) and salute neighbor. 
Repeat Chorus. 

Verse 4; Face partner; put thumbs to ears with palms forward and 
wag hands like donkey ears. Repeat to neighbors. 
Repeat Chorus and Verse 1 (gentlemen). 


Carrousel - Swedish 
The Merry-go-round 
Music: Folkraft 1183, RCA Victor EPA 4146, RCA 45-6179 (78 RPM) 
or 41-6179. 
Words: Little children sweet and gay, Carrousel is running. 
Little ones a nickel, big ones a dime. 
Hurry up, get a mate, or you'll surely be too late. 
Chorus: Ha, ha, ha, happy are we. 
Anderson and Peterson and Carlstrom and me. 
Repeat Chorus, 
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Formation: 

Double circle, partners all facing center, girls on inside with hands 
joined, boys hands on partners shoulders. 

Prec trons: 

While singing words of verse, all slide in time to the music, counter- 
clockwise (right). Music begins slowly, as a merry-go-round, and 
picks up the tempo until on the chorus the children are galloping. 
Chorus: - Continue in time with the music. Stop at the end, reverse 
directions and slide the other way as the chorus is repeated. Partners 
change places and repeat the entire dance. 


Childrens' Polka - German (Kinderpolka or Lightfoot Polka) 
Music: Folkraft 1187, Victor: EPA 4146 or 45-6179 (78) or 41-6179 


45 RPM. 
Words: 
Line 1: Now point your toe as off we go. 
-2: Around the room together. 
-3: A step, a slide, but not too wide. 
-4; A hop and skip will do. 
-5: The leaves are dancing on the trees. 
-6: The sunbeams dancing on the seas. 
-7: In Spain and France the children dance 
-8: And gaily we are dancing too. 


Formation: 

Partners facing, with hands joined, arms sideways, raised shoul- 

der high in a single circle. 
Directions: 

Line I: 4 sideways steps toward the center of the circle and then 
3 stamps in place (on ''off we go'') 

Line 2: Repeat moving out from center of circle. 

Dineswonk os Repeat iiand. 2. 

Line 5: Clap thighs (on word leaves ) clap own hands, Clap part- 
ners' hands 3 times (''on the trees!')_ 

Line 6: Repeat 5. 

Line 7: Place right elbow in left hand and place right heel forward 
on the floor, and shake finger at partner 3 times on words Spain and 
France. Change elbow and foot and shake left finger at partner on words 
Uchaldrenidance):. 


Line 8: Place hands on hips, take 4 running steps and 3 stamps while 
turning single. End facing partner to repeat the entire dance, 
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Chimes of Dunkirk - Gelgian (Grade 1 also) 
Music: Folkraft 1188, Victor EPA 4141 or 45-6176 or 41-6176, or 
LPM 1624, World of Fun Series M-105. 


Words: Versel: 
O, come, mark time with me 
And clap your hands in glee 
And while the bells so sweetly ring 
Come dance with me. 
Verse 2: 
ita wld wea mia, tlanla 
Litas lowtlaypiaswlas, sa 
eid lami, eloseiayelasmla,ala 
Come dance with me. 
Formation: Partners facing in a single circle. 
Directions: 
Verse l: 
1. With hands on hips take 3 steps in place, (mark time) one 
step each on the words, ''come", "'time"', and ''me"', 
2 Clap hands together 3 times on words "clap", "Hands", ard 
"olee", 
3 and 4. Join hands with partner and skip around one end with 
inside hands joined, all facing counter-clockwise. 
Verserc: 
Repeat verse 1. All skip; circle around counter-clockwise. 
Note: Some recordings repeat the music of verse 1 at the end. If 
so, repeat verse 2 moving in the opposite direction - clockwise. 


Coming Thru the Rye: American 


Music and Directions in Ruth Evans, Children's Dances - Series 4, 


Dance of Greeting - Danish (Grade 1 algo) 
Music: Folkraft record no. 1187, RCA EPA 4146 or 45-6183, or 


41-683 (45 RPM) LPM 1625. 
Formation: Partners in a single circle, Girls on the right of their 
partners, all facing center. 
Words and directions; 
Verse: 
Line 1: Clap, clap partner 
(clap own hands together twice on words "clap, clap", 
on words partner place hands on hips and quickly bow 
to partner. Then turn back to partner and face the 
person on the other side. ) 
Line 2: Clap, clap neighbor 
(repeat Line 1 facing and bowing to neighbor. End hands 
on hips and facing center. ) 
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Con-t. 
Line 3: Stamp, stamp and turn yourself around 
(stamp left-right and turn once around.) End facing the 
center and join hands in a circle. 
Verse 2: 
Repeat lines 1, 2 and 3. 
Chorus: 
Uracpla, Lay las, ka, La 
Tatiana, la, 1d,¢ ta, la 
‘Yreasvela, le, ula, sla, wa: 
fee elo po lasela, cla, la, ela. 
All join hands and run (not skip) to the left in the circle 
(clockwise). Chorus repeats, circle moving to the right 


and counter-clockwise. Repeat all from the beginning 
several times. 


Did You Ever See A Lassie? English (Grade 1 also) 

Music: Folkraft No. 1183, RCA Album E-87, Singing Games 
Formation: Hands joined in a circle, all facing center. Odd 
child is the lassie or laddie, and stands in the center. 
Words: 

1, Did you ever see a lassie, a lassie, a lassie, 

Did you ever see a lassie, do this way and that? 

2. Do this way and that way, 

Do this way and that way, 

Did you ever see a lassie, 

Do this way and that? 
Directions: 

1, Circle skips to the left while singing the first verse. 
Stop and face center on the word ''that"'. 

2. As child in center, (lassie if a girl and laddie ifa 
boy) makes some movement in rhythm to the singing 
and all imitate his action. Stop on the word ''that'' 
and child in the center chooses someone to take his 
place. Repeat. 


Dixie - American 
Music: Directions: Ruth Evans, Children's Dances Series 4 


Gay Musician - American 
Music: RCA-EPA 4145 - Directions: on cover of Album. 


Formation: Single circle, hands joined 
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Con't. 
Words & Directions: 
1. Iam a gay musician 
From (name of a city) I have come. 
I can play sweet music 
Upon my little drum . 
(all walk around the circle counter- clockwise, singing 
words. Stop and face center on "word of drum") 
2. Drum, dum dum 


(Pretend to beat the drum) 
3. Skipping and playing 
Everywhere straying - 
(all join hands and circle clockwise or to the left) 
4. Drum, dum dum - etc. 
(repeat 2) 
Repeat dance substituting other instruments as: 
1. I can play sweet music upon my violin - 
2. Fiddle, dee dee, fiddle dee dee, etc. 
3. Clarinet - doodle dee doo, etc. - 
4, Accordion - squeezee, squeeze, squeeze, etc. - 
5. Guitar - strum, etc. - 
6. Base viol - brrum - fitz, fitz, etc. - 


Here We Go Round The Mulberry bush ---English (Grade 1 also) 
Music: RCA Album E-87 - Singing Games; Folkraft Record # 1183 - 
World of Fun Series - MIlll. 
Words: 
Verse l. Here we go 'round the mulberry bush 

The Mulberry bush, the mulberry bush. 

Here we go ‘round the mulberry bush, 

So early in the morning. 
Verse 2. This is the way we wash our clothes, etc., so early 

Monday Morning. 
3. Repeat verse l. 


4. This is the way we iron our clothes, etc. 
so early Tuesday morning. 

5. Repeat verse l. 

6. This is the way we mend our clothes, etc., so early 
Wednesday morning. 

(. Repeat verse I. 

8. This is the way we sweep the floor, etc., so early 
Thursday morning. 

9. Repeat verse l. 

10. This is the way we scrub the floor, etc., so early 
Friday morning. 
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Con't. 
ll. Repeat I. 
12, This is the way we bake a cake, etc., so early Saturday 
morning. 
13." Repeat 1. 
14, This is the way we goto Church, etc., so early Sunday 
morning. 
Formation: Single circle, hands joined, all facing center. 
Directions: Verse 1. All skip around to the left keeping time to 
the music. Stop on the word ''morning''. Dramatize actions for 
verses 2,4,6,8,10, and 12. Repeat verse 1 for all others: 3, 5,7, 
9,11, and13. Verse 14: Drop hands and walk, one behind the 
other in the circle, going left. 


How Do You Do My Partner? Swedish - (Grade 1! also) 
Music: RCA - Record # EPA 4144, LPM 1625 - Folkraft Record # 
1190 
Formation: Double circle, partners facing, boys with their backs 
to the center of the circle. 
Words: 
Verse l. Howd'ye do, my partner? (boys bow) 
How d'ye do today? (girls curtsey) 
Will you dance in the circle (give partner right hand) 
I will show you the way. (give partner left hand, and all 
face counter-clockwise in the circle. Partners keep 
hands joined. ) 
Weroeel< Intas. la, tas la, la, 1a. 
Shu BOA Eyl Fie aI ee en Ee 
‘owe aster aet Lastelas: lay 
I will show you the way. (all skip around the circle, 
stop on the word ''way'"') 
Note: This should come after. 


I See You - Swedish 
Music: Ruth Evans - Children's Dances - Series 4, Folkraft 1197 
RCA Victor - EPA 4144 
Formation: Groups of two couples, with one partner behind the 
other and his hands on the shoulders of the one in front. Couple! 
faces Couple 2. 
Words: 

1, I see you, I see you, tra, la, la, la, la. 

2. 1see you, I see you, tra, la, la, la, la. 

3. I see you and you see me. I take you and you take me. 

4. I see you and you see me. I take you and you take me. 
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Directions: 

On 1 the one standing in back of his partner looks over his partner's 
right shoulder at the couple in front of them on words "'I see you." 
Then he looks over left shoulder. On '''Trala, la, etc., look over 
right, left and right shoulder. 2. Repeat 1, looking over left shoul- 
der first. 3. The child who is in back of his partner skips out on the 
left side of his partner also. They join right hands and skip around 
each other. 4. Each of the children who were skipping together in 
the center drop hands and take their partner by the left hand and skip 
around, ending with the one who was in back, standing in front of the 
partner. Repeat the game with the new ones in back. 


Indian Dance - American 

Music: Folkraft 1192 

Formation: Single circle, all facing center, stand erect with arms 
folded across chest. 

Directions: Music has 2 parts - A and A repeated, and the second 
part B and B repeated. 


A Music: 

l. Bow - extending arms outward, palms upward, and return 
to starting position - counts 1, 2. Repeat Bow 3 times (do 
it 4 times in all) 

2. 4 walking steps toward center, raising arms upward. End 
- head and arms lifted up - looking toward the heavens. 4 
walking steps back, lowering arms - end with arms folded 
on chest. 

3. Standing in place - raise arms upward, lower to chest with 
fists clinched. Repeat 3 times. 

4, Turn right in place ( in a small circle ) with 8 toe-heel steps 
- i.e., step on the toe (count 1) then put the heel down, count 
Ze 

A Music Repeated: 

1. Shade eyes and sight to the right, stepping to the right at the 
Same time, count 1 and 2, bring arm down, and feet together, 
counts 3 and 4. Repeat to left. 

2. Listen, right, left, right, left, stepping as inl, and cupping 
hand to ear. 

3. Turn to right in a small circle with 8 toe heel steps. 

4, Turn to left in a small circle with 8 toe heel steps. 


B Music: 
1. Jump - landing in squat position counts l, 2 - Stand counts 3 
and 4. 
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Con't. 
2. Give Indian call - ''Wha, wah, wah!'' Counts l, 2, 3. 
3. Repeat jump and call. 
4. Four toe-heel steps toward center, raising arms upward. 
5. Four toe-heel steps back to place, lowering arms to folded 
position on chest. 
Repeat all of B: 
Jolly Is The Miller - English (Grade 1 also) 7 
Music: Folkraft 1192, RCA: Album E-87 Singing Games, Ruth 
Evans, Childhood Rhythms Series 6. 
Words: 


Jolly is the Miller who lives by the mill. 

The wheel goes around with a right good will. 

One hand in the hopper, and the other in the sack. 

The right steps forward, and the left steps back. 
Formation: Partners in a double circle, girls on outside - all 
facing counter-clockwise, inside hands joined. 
Directions: All walk or skip forward until the last line. Partners 
drop hands and the girls move forward to the next boy for a new 
partner. Repeat the dance until the end of the music. 
Variation: Have odd child in center who tries to secure a partner 
when they change. 
Note: If a boy is odd, he must. take a girl for a partner. 


Jump Jim Jo - American 


Music: 


Folkraft 1180 - RCA Victor - EPA 4145 


Formation: Partners facing in a double circle, boys’ backs to center 
of circle. 


Words: 


lump Jim p ya ejttmp je) 11.) 0 


26 


Take a little twirl and away you go. 


3. Slide, slide, and stamp just so. 
4. And you take another partner and jump 


JIM JO! 


Directions: 
1. Place hands on hips and jump on both feet on 'Jump, jump!" 


Ze 


Take 3 jumps on "Jump Jim Jo!" 

Join both hands with partner and skip around each other, end 
facing partner as at the beginning. 

Take 2 slides to the right to meet new partner and stamp 3 times 
on "stamp just so!"' 

Join hands on skip around new partner - end facing new partner. 
Boys back to center of circle and jump 3 times on "jump, Jim 
Jot 


Repeat dance until end of music. 
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Kinderpolka - German (See Childrens' Polka, Lightfoot Polka) 


Little Sally Water - American 
Music and Directions on Folkraft record no. 1197. 


Maypole Dance - English 
Music and Directions on Ruth Evans, Childrens' Dances - Series 4. 


Muffin Man - English 

Music: Folkraft record no. 1188, RCA Album E-87, Singers. 
Formation: Single circle, all facing center. Select four to start 
the game. Each stands in front of one child in the big circle and 
take this person for a partner. 


Words: 
Verse I. 

Do you know the muffin man, 

The muffin man, the muffin man. 

Oh, do you know the muffin man 

Who lives in Druary Lane? 

Verse 2: 

Oh yes, I know the muffin man, etc. 
Verse 3; 

We both do know the muffin man, etc. 
Directions: 

Verse I. Center players place one foot in front of the other and, 
while all sing, they must jump and chnage the position of their feet 
in rhythm to the music. 

Verse 2. Partners of the center players dance the same step as 
the children did in verse l. 

Verse 3. Partners join inside hands and all going in the same dir- 
ection, skip around the circle on the inside. On the last line the first 
center players take the place in the circle of their partners. 

Repeat until all have had a chance to play. 


Nixie Polka - Swedish (Nigarepolska) 
Music: RCA - EPA 4145 
Words: 
1. A little while, we linger here 
With many a joy and many a fear, 
eemliey,. little lassie, will you have me? 
Let us always be merry. 
Hey, little lassie, will you have me? 
Let us always be merry. 
Formation: 
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Con't. 

Single circle, all facing center. ''It'’ standing in the center. 

Directions: 

Line 1: 
'it stands in front of one child and all do the following step 
in place, with hands on hips. Place left foot in front of right, 
heel resting on the floor. On record words of ''while, linger, 
joy, fear'', jump and change position of feet. 

Dinera. 
"TIt'' turns quickly and starting on the left foot, runs in time to 
the music around the inside of the circle. The child he was 
facing follows him, with his hands on the shoulders of ''1t''. 
Others remain still - or can run in place, keeping time with 
the music. On the last word, "it'' stops and faces the child 
in the circle where he stops. The one following '"'it'' stays be- 
hind him and the dance continues. Each time the child who was 
faced in the circle joins the end of the line. 


Paw Paw Patch - American 

Music: RCA Album E-87, Singing Games 

Since there are several versions of this, it is suggested that the 
one which fits the music and provides the best actions be used. 
Words: 

Verse |; 


Where oh where is dear little Susie (substitute name of child) 


Way down yonder in the paw paw patch. 
Verse <2. 


Pickin' up paw-paws, putting 'em in her pocket. 
'! 


! 


Way down yonder in the paw paw patch. 
pense. 5. 


Come on boys, let's go find her 
WW 


Way down yonder in the paw paw patch. 
Formation: Two lines, partners facing. Girls in one line and boys 
in the other. 6-8 couples in each set. 
Directions: 
Verse l. First girl skips around the outside of the set, going around 
the boys line first. 
Verse 2. First boy leads the boys line skipping around the girls line 
and back to place. 
Verse 3. Partners join hands, skip the same way the boys did once 
around and back to place. On the last line, first couple joins hands and 
slides down to the end of the set. 
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Con't. 
Repeat the dance with a new head couple. 


Polly Wolly Doodle - American 
Music: RCA Victor EPA 4145 
Formation: Double circle, partners facing, hands joined, boys' 
backs to center of circle. 
Words and Directions: 
1. Oh I went down south for to see my Sal 
(all slide 4 steps - boys to left, girls to right) 
2. Sing polly wolly doodle all day 
(drop hands and turn in place boys to left and girls to right, 
circle moving counter-clockwise, with five stamps. One 
each on words polly, wolly and 3 quick ones on ''day"'. 
3. My Sal she am a spunky gal 
Sing pdly wolly doodle all day. 


(repeat 1 and 2 moving in opposite directions - clockwise) 
4. Fare the well, fare the well 
(both bow to each other) 
5. Fare the well my fairy fay - 
(both move backward away from each other with 4 walking 
steps) 
6. For I'm off to Louisianna for to see my Susianna 
(4 walking steps diagonally forward toward the left to meet 
a new partner) 
7. Sing Rilly Wolly doodle all day. 
(swing new partner once around. Repeat from the beginning 
with new partner) 


Pop! Goes The Weasel - American 
There are many other versions of this. 
Music: Ruth Evans - Children's Dances - Series 4, RCA - 45-6180 
(45 rpm) or EPA -4138 
Words: 
Verses, 
All around the cobbler's house 
The monkey chased the weasel 
The monkey thought it was lots of fun 
Pop! goes the weasel. 
Verse 2: 
A penny for a spool of thread 
A penny for a needle 
Thats' the way the money goes - 
Pop! goes the weasel. 


scod Was a ice Sob @ 


a 


a eed ° - PRE Nth: eats 


‘rhe # ia LOGIoy were _ a 
CL pp ea 2 C ‘comaernto = q Le é 
—_ 


hd 
7 ee 60 = ae di 


> 
aio Do ¥alno3 OF BADAD 
£5 LAER 4. vot bare ebro we 


o~ 


a oe — i, <8 ee . 
4 a 4 
aed rw. 20" > \ A Ag A ot 


_ i .. ' j 
at a 1? = 758 ii } 
Py , FS A > f 
PLS Ww Wale. BIT, «a 
. ‘La oe 


: M py, he ‘ 
Ly |S RRR | Aes (by 


’ f 
rir oy?: Saat 
4 
Sey Savaey fh Deer : 
vita Lae eM fl 
* f ag r ’ 
; iL? tf Ae i 
¥ tage?! 
1 we 
> @ 5 Aa 
‘ ad 4 4a 7% 
= ® ~ 
5] » 4 sS 
é 4 f 4 a} 
i + ~—_ 
\¢ Ga) 2 
: nl to74 40 


; 4 a west gave 


: oe edt soon bget 
~yy “4h in veee > he Oren. 
weve Sie As Raley M 

he theo gus mr we ensey eh) 


ep ‘nebo W r 
Wiliak Sama 
elise a solo ome brivis Ter, 
i Gist: Samet aaliny vorlaans of o ro 
tis “aw. lace eed 
isesaw. wel ee ad 
7 eas | hey 
bertal te (ooga & Pet Rey a " 
nibsen & at ynuibg. 
as0'R Sih nic Agee 


-66- 


Formation: 
Partners double circle, boys on the inside, all facing counter- 
clockwise, inside hands joined. 


Directions: 
Verse l. All walk or skip around in LOD (line of direction). On 
the word ''Pop" - all stop, clap own hands together once, and 


girls move forward to the next partner. 
Repeat as many times as desired. 


Round The Village - English (Grade 1 also) 
Music: RCA Record no. EPA - 4144, LPM - 1625, Folkraft 1191 
Words: 
Verse l. 

Go round and round the village, 

Go round and rourdthe village 

Go round and round the village 

As we have done before. 
Verse 2. 

Go in and out the windows, etc. - 
Verse 3. 

Now stand and face your partner, etc.- 

and bow before you leave. 
Verse 4, 

Now follow me to London, etc. - 
Formation: Single circle, hands joined, all facing center. 
Directions: Select 4 or 5 to be ''it'"'; they stand in the circle. 
Verse l; All skip around the circle counter-clockwise - center 
players skip too - stop on last word ''before'' 
Verse 2: Circle standsstill, raises arms with hands still joined 
to form windows. Those who are "it'', go in and out the windows, 
all moving in the same direction to avoid confusion. 
Verse 3: "Its'' stand in front of someone in the circle, and bow to 
partner on last line. 
Verse 4: The "its" and their partners skip, single file around the 
inside of the circle - all skip in same direction. On last line, the 
first group of "its'' return to the circle leaving their partners in 
to ber wat'?. 
Repeat the game several times. 


Shoemaker's Dance - Danish (Grade 1 also) 
Music: Folkraft #1187, RCA Victor 45-6171, 41-6171 (45 rpm) EPA 
4141, LPM 1624 
Words: 
1, Wind your thread, wind your thread. 
2. Pull it tight and tap, tap, tap. 
3. Wind it this way, wind it that way. 
4. Pull it tight and tap, tap, tap. 
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Con't. 

5. Now at last our work is done. 

6. We will skip and have some fun. 

Repeat 5 and 6 

Formation: Double circle, partners facing, boys with their backs 

to the center of the circle. 

Directions: 

Line 1: Move hands as if winding a ball of thread, pretend to hold 
thread in left hand, and let right hand wind the thread 
around the left. 

2: Pretend to pull the thread tight, letting hands pull away 
from each other. On the words ''tap, tap, tap, '' double 
fists and hit one on top of the other three times. 

: Repeat winding motions. 

: Repeat pulling and tapping. 

: Take partner by right hand and skip around each other. 

: Change hands and skip around partner going in the oppo- 

site direction. 

Repeat several times. 
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Second Version: On lines 5 and 6, all face counter-clockwise and 
with inside hand joined with partner all skip around in a large cir- 
cle. Stop on the last word and face partner to be ready to repeat 

from the beginning. 


Sing A Song Of Sixpence - English 
Music: Folkraft record # 1180 
Words: 
Verse lL: 

Sing a song of sixpence, a pocket full of rye. 

Four and twenty blackbirds baked in a pie. 

When the pie was opened the birds began to sing, 

Now wasn't that a dainty dish to set before the king! 
Verse 2: 

The king was in his counting house, counting out his money. 

The queen was in theparlor, eating bread and honey; 

The maid was in the garden hanging out the clothes, 

Down came a blackbird and snipped off her nose! 
Formation: Single circle, hands joined, all facing center. Four or 
five blackbirds crouched together in the center. 
Directions: 
Verse 1: Lines 1 and 2 - all skip around the circle in a counter-clock- 
wise direction. Stop on the word "'pie'’. Lines 3 and 4- circle players 
raise joined hands to make arches or windows. Blackbirds fly in and 
out the windows, flapping their wings (arms) in time to the music -all 
going in the same general direction to avoid -bumping into each other. 
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Con't, 

Verse 2: Lines 1-3 - Children pantomime words as blackbirds 
continue to fly around circle. Line 4: Each blackbird ''snips'"' 
the nose of a circle player. They exchange places and the game 
is repeated. 


Skip To My Lou - American 
Music: Folkraft record # 1192, RCA Victor Album E-87, Singing 
Games 
Words: 
Verse l: 

Boys to the center, skip to my Lou 

Boys to the outside, skip to my Lou 

Boys to the center, skip to my Lou 

Skip to my Lou - my darling. 
Verserc: 

Girls to the center, skip to my Lou, etc.- 
Versee>: 

Swing your partner, skip to my Lou, etc. 
Verse 4; 

Swing your corner, etc.- 
Wiers p+ 

Promenade all, etc. - 
Verse 6: 

Lost my partner, what'll I do (3 times) 

Skip to my Lou my darling. 
Verse 7/: 

I'll find another one, pretty as you, etc. - 
Formation; Partners,, girl on right of boy, all facing center in 
a single circle. 
Directions: 
Verse 1; On first line, boys take 4 walking steps toward the center. 
On second line, boys take 4 (only) walking steps back to place. 
Lines 3 and 4, repeat 1 and Z. 
Verse 2: Girls go to the center and back as the boys did in verse l. 
Verse 3: All swing partners. To swing - join both hands with part- 
ner and walk, not skip, around each other. End in original position. 
Verse 4: Swing corner - The corner person is the one on the other 
side, not the partner. 
Verse 5: Promenade with partner. - To promenade, join inside hands 
or take skating position with hands crossed - boys on the inside - 
and walk around the circle in a counterclockwise direction. Stop on 
last word of the verse. 
Verse 6: Drop partners' hands, girls continue walking in time to the 
music in the same direction. Boys turn and walk in the opposite direc- 
tion. On the last word, boys take the nearest girl for a new position 
with partner (new partner) and turn to promenade. 
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Cont, 

Verse 7: With new partner all promenade - anyone who fails to 
get apartner, go immediately to the center and get a partner and 
join the promenade. 

Repeat dance with new partner. 


Ten Little Indians - American 
Music: Folkraft record no. 1197 RCA Victor Album E-87, Singing 
Games 
Words: 
Verse l: 
One little, two little, three little Indians. 
Four little, five little, six little Indians. 
Seven little, eight little, nine little Indians. 
Ten little Indian Boys. 
Verse 2: 
Ten little, nine little, eight little Indians, 
Seven little, six little, five little Indians. 
Four little, three little, two little Indians. 
One little Indian boy. 
Verse 3 & 4: 
Words same as l1 and 2. 
Formation: Single circle all facing center. Number players from 
1 to 10 around the circle. All stoop down. 


Directions: 
Verse 1: As the entire group sings, each Indian stands as his number 
is sung. 


4 2:On second verse each one stoops down as his number is sung. 

i 3:All stand and skip around the circle single file, all going coun- 
ter-clockwise. 

uM 4:All skip around the circle going the other way. 


Tisket, A Tasket - American 
Music: Ruth Evans - Childrens' Dances - Series 4 
Words: Version l 
A Tisket, A Tasket, a green and yellow basket. 
I wrote a letter to my girl (or fellow) 
and on the way I dropped it. 
I dropped it, I dropped it, 
And on the way I dropped it. 
A little boy (girlee) picked it up 
And put it in his (or her) pocket. 
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Cont. 
Version 2: 

Drip, drop - drip, drop. 

I wrote a letter to my fellow 

On the way I dropped it. 

A little boy (girlee) picked it up and put it in his (her) pocket. 

Where shall I drop it, where ‘shall I drop it, 

Where shall I drop it, I guess I'll drop it here. 
Formation: Single circle, all facing center. 
Directions: Choose one child to be "'it'' and give him a handker- 
chief. He stands on the outside of the circle. This is like the 
game of Drop The Handkerchief. As the group sings the verse, 
"it'' skips, in rhythm to the singing, and on the last word of the 
song, he drops it behind the person he is passing and runs com- 
pletely around the circle and back to the place where he dropped 
it. The child behind whom the handkerchief was dropped, picks 
it up and chases 'it'' around the circle. If he touches him, or if 
"it'' fails to stop in the right place, he has to go to the ''soup pot’ 
which is in the center of the circle and stay there until someone 
else is tagged. There should be only one in the ''soup pot" ata 
time. 


Turkey In The Straw - American 
Music and Directions in Ruth Evans, Childrens' Dances, Series 4 


The Wheat - Czechoslovakian 

Music: RCA Victor record no. EPA 4146, or 45-6182, or 41-6182, 

or LPM 1625 

Formation: Circle, in groups of three - preferably a boy in the 

center and a girl otmeither side. 

Directions: 

PMA alkaforwardiSastens,«stopion 1O.js chic a stereds s foausclO counts, 

2. Center person links arms with the person on his right and turn... 
sessecves cee with 4 steps; Then he turns to the person on his left, 


andaturns him- with the left arm.4 steps....:....<s He es toe COUntS. 
Repeat all of 2 - at the end, the center person moves forward to 
tire Ne Xbse LOUD aes Sess fone sate s'e oleteierete tere: at mist « fetes cts at en = So ih 8 counts. 


Repeat from the beginning several times. 


Yankee Doodle - American 

Music: Ruth Evans - Childrens' Dances - Series 4 (directions on 
cover. ) 

Words: 

Verse 1: 
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Con't. 

All skip forward around the circle. Stop on last word, 
face partner and give right hand to partner. 

Verse 2. 

Line 1, skip around partner. -On line 2, change hands 
and skip around partner going the other way. 

Verse 1 repeated. Same as above. 

Verse 2 repeated. Five boys continue skipping in same 
direction. Stay on the outside. On line 2, turn and 
skip back to partners. 

Repeat from the beginning. 


RELAY RACES 
The formation for a relay race varies and much time can be lost 
getting a group into relay formation unless the leader stops to con- 
Sider which method will be the quickest and give the least confusion 
for the particular relay. In the classroom it is not difficult, nor 
does it take long to have some one count the number of participants 
while they are still seated. Then decide how many teams are needed 
and how many will be left over. It is wise to have between 5 and 8 
on a team and have more teams, even though space does not permit 
every team to play at the same time. Two or three teams with from 
15 to 20 players on a team makes a relay race last too long for the 
participants to enjoy the relay to its fullest extent. Children want 
a turn without having to wait too long for it. After the number of 
teams has been decided upon, considering the type of relay and 
space needed, a select captain will be needed. Teams can quickly 
be chosen by rows, if the chairs are so arranged and the captain 
can sit in the first seat or stand in the aisle by the front desk. If 
there is sufficient time, the captains may choose their team mates 
but insist that each one chooses quickly in turn. If time does not 
permit this choosing, there are other ways of getting the teams 
lined up: 


1. Have the class number off, counting only as high as the 
number of teams desired. As the first one calls out ''one'' 
have him stand (or sit) behind the first captain. As the 
seg@adycalls out Two have him stand behind the second 
captain, etc. Sending the children to their correct team 
as they count off saves much confusion and loss of time 
due to forgetting the numbers if all count off before any- 
one goes to his team. 
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Con't. 
2. If chairs are placed in rows, each row can be a team, 


using any extra players for the starter, scorer, and 
referee. 

3. If 5 teams of 8 are needed, the class can count off by 
8's,the first eight as they count going to team no. l's 
position. They can choose a captain or let no. 1 be 
the captain. The second 8 as they count go to team no. 
Ze syposition, etc, 

4, If the relay is one which requires two aisles for one 
team to race, let every other row compete, and the 
winner race the winner of the second group. 

These same methods can be used effectively out-of-doors from 

a circle or line formation. 


Bean Bag and Basket Relay: I. 

Tilt a waste - paper basket or a box against the wall in front of each 
aisle. Draw a chalk line on the floor in the aisle even with the front 
desk. Place a bean bag (two or three may be used) on the front desk 
of each row. Ata given signal, the first player in each row stands 
in the aisle with his toe back of the chalk line and throws his bean 
bag. Bags going into the basket score 5, bags remaining on the 
edge of basket score 3. Each row is given a chance to throw for 

the basket. The line with the highest score is the winner. 


Bowling Relay - I. 

Equipment: 1 playground ball and chair for each team. 

Divide class into equal teams of from 5-8 players - no more; and 
each team lines up behind the captain. Place a chair 10 feet in front 
of the starting line of each team. Each player in turn roll the ball 
between the chair legs. Score 1 point for each successful try. After 
a player rolls the ball, he retrieves it and gives it to the next player. 
The team with the highest score wins. This should stress accuracy 
rather than speed. The distance can be lengthened as players become 
more skilled. 

Variation: Kick the ball instead of rolling it. 


Gatehs urow. and ot. 1. 

Players stand in the aisle by their desks. One player is appointed 

as captain for each row. Then he stands in front of the line, facing 

it, and throws a bean bag to the first player in line. This player re- 
turns it and immediately sits down. The row which first has all players 
seated is the winner. 
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_ Fetch and Carry - I. O. 
Draw a circle on the floor in front of each aisle. Give a bean bag 
to the first player in each row. Ata signal the player with the 
bean bag runs forward, puts the bean bag in the circle, runs back 
to his seat and tags the next player. When this player is tagged 
he runs forward, gets the bean bag, brings it back and gives it to 
the next player. Play is continued until the last player in the row 
is back in his seat. The row finishing first is the winner. 


Kick The Bag Relay - I. O. 

Divide the players into teams of equal number. Draw a line in 
front of each line and place a bean bag on it. At a given signal 

the first player of each team kicks the bag to the front of the room 
and touches the wall with it. He picks up the bean bag and runs 
back to the starting line. The first one back scores five points 

for his team. The game continues until all have played. The team 
having the most points is the winner. If played outdoors, kick the 
bag to a line at least 20 feet away. 


/Overhead Relay - I. O. 

Standing: Teams lined up as for simple relay. Each captain has 

a ball, bean bag, or eraser in his hands. On the signal to go, the 
ball is passed overhead to the player behind, etc., until the last 
player receives the ball. He then runs with the ball and gets in 
front of the line and passed it overhead, etc. The team which 

has progressed to its original position first wins. 

Seated: Teams seated in rows, captain in front with ball. Pass as 
above. When the last person gets the ball he gets out of his seat 
and runs up the left aisle to the front of his row. While he is run- 
ning up to the front, all the players get out on the right side of the 
desk and move back one seat, leaving the front seat vacant for the 
one with the ball. He passes the ball overhead as soon as he sits 
in the front seat. The team wins that first has all players returned 
to their original places and the ball in the captain's hands. 


\Over and Under Relay = 1, ©. 
Standing single file, each team behind captain. Each captain has a 
ball. On given signal the first player passes the ball overhead to 
the next player. The player passes the ball between his legs to the 
next player. He passes the ball between his legs to the next, etc., 
until the last player receives the ball. He runs to the front and 
passes it overhead, etc. The team whose captain first works back 
to the front of the line wins. 
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Pass and Toss Relay - I. O. 

Players line up in two teams, one on each side of the room in the 
outside aisles. Ata signal, the first player in each line passes 

a bean bag to the next player, who in turn passes a bean bag to the 
next player, who in turn passes it on down the line. The last 
player to receive it runs up the second aisle to the head of the line. 
As he starts running he tosses the bean bag to the first player, who 
has stepped to the end of the aisle to receive it. The bag is passed 
up the line again and play continues until the first player is back in 
place. The line finishing first is the winner. 


Pass The Chothespins - I. O. 

Use pieces of chalk or small rocks for clothespins. Divide players 
into teams of equal number. Give each captain a double hanful of 
clothespins. On the signal to go the captain puts all the clothespins 
on the floor in front of the player behind him who picks them up and 
places them on the floor in front of the next player, etc., until the 
clothespins have gone down the line and back to the player who is 
the leader. If a player drops any, he must pick them up and have 
all of them in his hands before passing them on. 


Row Encircling Relay - I. 

Half the class plays at a time - the odd rows, then the even rows. 
The winning rows play for the championship. Ata signal, the last 
player in the odd rows runs around his row going up the right aisle 
and down the left. As he gets back to his desk he touches the hand 
of the player in front. This player completely encircles the row 
and the game is continued until all have run. The first row to finish 
wins; walking or skipping may be used instead of running. 


Stride Ball Relay - O.I. 

Equipment: one rubber playground ball for each team. 

Each team lines up behind captain, feet apart. First player rolls 
the ball between the feet of the players. Hit the ball as it goes 
down the line if necessary to keep it moving. If the ball rolls away 
before it reaches the last player, it is brought back and put into 
play from where it went out. The last player brings the ball to the 
front of the line and rolls it down the line. The team finishing first 
wins the game. 
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Touching Desk Relay - I. Cl. 


Players in the front seat of each row stand in front of their desks 
with both hands flat on the desk. Ata signal, they run down the 
aisle place both hands on the back of the last seat in the row, re- 
turn to the front and again place both hands flat on the front desk. 
The first player to get back in starting position wins one point for 
the row. 


Underhand Pass Relay - O.I. 
This is the same as overhead relay except that the ball is passed 
to the next player between the legs. 


STORY PLAYS 


These are suggestions - others can be developed around various 
themes. The success of a story play depends on ones' ability to 
bring out the dramatization and qualities, and to make the actions 
as vigorous as possible. The teacher should set the stage and 
help the children divide the actions. Caution: avoid talking so 
much that it detracts from the actions, 


Formations: 

l. If seats or tables are in rows, each group can run around its 
table or two rows, by one turning to the back, can run around 
one row of tables or seats. 

2. Children can make a circle around the room to allow room to 
run, etc. 

3. Children can stand by their chairs and do all the actions in 
place. (this is the last choice due to less action) 


Automobiles 

1, Pump up the tires. 

2. Getin, step on the starter. 

3. Engine starts - run slowly then faster, steering as you go. 
4, Pull up top. (car is a convertible) 

5. Stop when coming to red light. 

6. Start again - steering around corners. Slow down and stop. 


Baseball Game 

1, Catching and throwing the baseball. Teacher throws the ball to 
the children. They catch it and throw it back. Teacher should 
throw some balls low, othershigh, and some to each side. Empha- 
Size proper catching and throwing - catch balls below waist with 
little fingers together;above waist with thumbs together. 
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Con't. 

2. Batting - Pitcher throws the ball underhand. Children bat it. 
Teach proper batting. Call several strikes and fouls, then hit 
if tOT a) Tun, 

3. Home run - Run around the bases. Indoors let two rows run 
around one row of desks and back to their seats. 

Advance technique: Have children dramatize this in pairs or 
groups of 3 or 4, without the teacher participating. 


The Blacksmith 

l. Drive the horse to the blacksmith - walk as a lame horse - two 
rows around one row of desks. 

Z. Blow the bellows - take a deep breath and blow it out. 

3. Work the bellows - bring arms up to the chest and place one foot 
forward. Push forward and downward and bend from the waist 
while pushing. Raise the body and bring the arms to chest. 

4, Make horseshoes - place feet apart. Catch hold of hammer with 
both hands and raise it to the shoulder. Strike the horseshoe with 
the hammer. Repeat several times from each shoulder. 

5. Drive the horse home = gallop. 


Building An Eskimo Home 

1. Eskimos walk through deep snow to select a place to build the 
house. 

- Draw a circle off in snow to show where it will be built. 

- Cut blocks of ice and take them and place them in position. 

. Pack down first layer of blocks with feet. 

. Place another layer of blocks for walls. 

. Stamp down the second layer. 

Stoop, look into new house and crawl in. 
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The Circus 

Imitate (going around the room in 2 rows around one row of desks) 
the animals and actors in the circus - horses, elephants, bareback 
riders, clowns, tight rope walkers. Can use music for this if 
desired, also can have a ring master, etc. 


Cleaning House 

1. Open windows - reach up and pull them down from the top and 
push some up from the bottom. 

Roll rugs and take them outside. 

Shake the small rugs. 

Sweep the large rugs. 

Run back into the house - dust off the furniture. 

Sweep floor. 

Bring the rugs in. 
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Coasting With A Sled 

1, Put on coat, hat, snow suit, galoshes, gloves. 

2. Get sled from garage. 

3. Drag sled up the hill 

4. Get on and push off and slide down the hill, steering as you go. 
(sit on desk and pull rope to steer) 

5. Jump off. Climb hill and slide again. 

6. Toes are cold; jump up and down. 

7. Go home and put up sled. 

8. Go into house and take off coat, etc. 


Cowboys 

1, Mount pony - ride slowly - walk. 

2. Gallop over the ranch. Stoop and pick up hat and gallop on. 

3. Toss hat into air while galloping, draw pistol, shoot and gallop 
on. 

4. Trot, then slow to walk and go home, 


The Eskimos 

1. Tell how Eskimos live and hunt. 

2. Crawl out of igloos to feed dogs - snow deep. Throw fish to 
dogs. 

3. Go on real hunting trip (run or skip) driving dogs and sled. 

4. Jump from one block of ice to another to get to seals. 

5. Creep up quietly to seal. 

6. Raise harpoon and strike seal. 

7. Drag seal to sled and load him on the sled. 

8. Drive dogs home. Then run. 


George Washington 

1, Great soldier - march. 

2. Mount and ride the horse (gallop) 

3. Get into the boat and row across the Delaware. 

4. Step out, look for enemy. 

5. Raise American flag. Salute it and give the bugle call. 


Jack Frost 
Imitate Jack Frost running around nipping the flowers and grass 
and trees. 


Making a Garden 

1. Reach up and get rake, spade, hoe from shelf in the garage and 
put into wheelbarrow and get seed. 

2. All go out to garden, pushing wheelbarrow. 

3. Put wheelbarrow down, pick up spade. 

4. Spade the ground. 

5. Rake the ground, throw stones into wheelbarrow. 

6. Make rows with hoe. 

7. Plant seed walking down the row. 

8. Collect tools and go home. 
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Mining Coal 


1. Going down the shaft into the mine on the elevator (bend knees and 
stoop down several times) 

2. Boring the hollow hole for the dynamite - both hands held in front 
of the body and make circular motions. 

3. Dig the coal - using a pickax. Place left foot forward and raise 
both arms over right shoulder as if holding an ax and swing down. 

4. Shoveling coal onto the elevator. 

5. Push car onto the elevator. 

6. Ride up with the car (stop and stand several times) 

7. Pretend to be the freight train carrying the coal away. 

Moving Day 

1, Bring various pieces of furniture from the house and load it on the 
van. 

Z.eROlLnuUup rugs and carry them out, 

3. Get barrels from basement and roll them out to the van. 

4, Drive van to new home. 

5. Unload barrels, rugs and furniture. 


Mowing The Lawn 


NOON PW LK 


Get rake, wheelbarrow and lawn mower from garage and take to 


the lawn. 

Rake leaves and rocks into a pile. 

Put into wheelbarrow. 

Mow the lawn. 

Rake grass up and put it in the wheelbarrow. 
Push wheelbarrow to street and dump. 

Put tools away. 


Newsboy 


Ne 
Lis 
a. 
4, 


Roll up papers and put in bag. 


Ride bicycle to the neighborhood. 
Throw papers on the porch - some upstairs and downstairs. 
Ride bicycle home, 


Pilgrims 
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Take sled to woods for trees. 
Chop down trees to build cabin. 
Saw logs. 

Put logs on sled and drag home. 


. Build walls of cabin. Use hammer, pegs and saw. 


Santa Claus's Visit 
1. Santa loads the sled with toys at North Pole. 


a 


Santa driving reindeer to roof-top. Stop and get out and jump 
down chimney with pack. 
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Reads names on stockings and fills them. 
Places other toys under the tree. 
Jumps up the chimney, gets into sled and drives home. 


Spring Play 


1, Roll hoops. 

2. Be a spinning top. 

3. Play marbles. 

4, Jump rope. 

Drekuly a, kite, 
6. Blow feather into the air, walk and continue bloWing it. 
Swimming 
1. Jump into the water, splash to get warm. 

2. Climb out and jump in again. 

3. Swim, climb out, dive in. Swim on your back. 
4. Jump up and down to get warm. 

Thanksgiving 

1, Put on coat, hat and gloves. 


2. Run down to field to get pumpkin. 


3. 
4. 


ae 
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Select pumpkin and bring it back to the house. 
Remove coat, hat and gloves. 

Cut pumpkin and scrape out middle. 

Slice up the pie, roll crust, and put pie in oven. 


The Toy's Jubilee 


1, Midnight in the toy shop. All toys wake up, stretch and look 
around, 

2. Tin soldiers march around the room. 

3. Jack-in-the-box jumps out when the lid is opened. 

4. Ballet dancers wake up and dance. 

5. Animals wake up- elephants, dogs, bears, ducks, rabbits, 
frogs, etc. 

6. Rocking horse rocks. 

7. Tops spin around. 

8. Clock strikes one-o'clock. All toys go back to sleep. 

The Wind 

1. Run or skip out to play, two rows around one row of seats or each 
around his own table, but all going in the same direction so as to 
avoid confusion. 

2. Be a weathervane. Raise arms sideways and twist from side to 
side as if wind were blowing. 

3. Fly kites, looking back to see if kite stays up. 

4, Let arms work like a windmill. 

5. Be the trees swaying in the wind. 

6. Run home. 
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The Windmills At The Park 

1. Go to the park to see windmills. 

2. Climb up into windmill. 

3. Move arms like a windmill. Get a partner, turn back to back. 
Raise right arm sideward and up. Left arm is down. Swing arms 
and change positions in rhythm. 


The Woodman 

l. Get ax, Saw, wagon and go to the woods. 

2. Select tree and chop it down. 

3. Saw tree into small logs, two people using a cross-cut saw. 
4. Load wagon and pull it home. 


STUNTS AND SELF TESTING ACTIVITIES 


The Airplane - O.I. 

Stand on one foot, arms raised sideways, shoulder high. Extend 
free leg back as far as possible with knee straight, and toes pointed. 
Hold for 10 seconds - this can be used to see who can hold it the 
longest. 


Chicken Walk - O.I. 

Squat and place arms around the outside of the thighs. Clasp the 
hands in front of knees. Walk forward 10 steps. This can be used 
as a contest to see who can walk the fartherest. 


Crab Walk - O.I. 

Sit on the grass or floor. Place the hands on the grass behind you. 
Take the body weight in the hands and heels and walk ten feet forward 
(feet first), without letting the body touch the grass. Repeat, going 
backward, or hands first. 


Croquet Wicket - O. 
Bend over and place hands on the floor knees straight. Move forward 
ten steps without bending knees. 


Dog Run - O.I. 
Place both hands on the floor and run like a dog for ten feet. 


Duck Walk - O.I. (Grade 1 also) 
Squat down, and place hands behind the back, palms together to repre- 
sent the tail of the duck. In this position walk forward ten feet. 


Dust Devil - O.I. 

Move forward by spinning - first 4 spins to the left, then 4 to the right 
with arms sideways shoulder high. Repeat with arms held close to the 
side. 
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Forward Roll - O. 1. (on mats) 

Bend knees and stoop down, placing the hands on the floor in front. 
Start ducking the head forward until the chin touches the chest, back 
round; roll forward onto the shoulders. Continue rolling until the 
body has turned over and as soon as the feet are again on the ground, 
stand. Caution: When beginning the forward roll, let the weight 
come on the shoulders, not the head. The head shouldn't touch the 
ground. 


Indian Chief - I. O. 

Fold arms across chest, and cross feet. Sit on the floor crossed- 
legged and with arms folded across the chest - return to standing 
position without having to unfold the arms or feet. 


Kangaroo Hop - O.L. 
Squat*and hold hands in front of body to represent kangaroo paws. 
Hop forward 5 hops, keeping the back straight. 


Lame Dog Walk - O.I. 
Run on hands and 1 foot, holding the other up as if lame. 


Leg Balance Stand - O.I. 

Bend forward at the waist, raise oneleg backward and touch finger- 
tips to the floor. Without losing balance, change the position of the 
legs. 


Measuring Worm - O.,I. 

Take a push-up position, with the weight on the hands and feet, keep- 
ing arms and knees straight. Take tiny steps with feet only until they 
are as close to the hands as possible. Then keeping feet still and knees 
straight, move hands forward with tiny steps until body is extended. 
Move forward this way for a distance of 10 feet. 


Rabbit Hop- O.I. 

Squat and place hands on the floor. Move hands forward, then bring 
feet forward between the hands with a jump. Continue for a distance 
of about 20 feet. 


Rocking Chair - I. O. 

Work with a partner approximately the same size. One sits down on 
the floor, knees bent and feet flat on the floor. The partner sits on 
his feet and slides his feet under his partner so that they are sitting 
on each others' feet, with hands joined. One pulls backward, pulling 
the other to a standing position (with knees slightly bent). As he sits 
down, his weight pulls his partner up, thus rocking back and forward. 
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Rooster Walk - OI. 

Squat down and place the hands on the back of each ankle. Bring hands 
around the inside of the ankles until they can clasp the front part of the 
ankles. Move forward for a slight distance of about 10 feet. 


Rowboat - I. 

Couples - sit facing partner, with feet against partner's feet. Grasp 
partner's hands - One leans back and pulls partner forward. Then 
both rock back and forth. 


Siamese Twin Walk - OI. 
Stand back to back with partner with elbows locked. In this position 
walk in different directions. This can be used as a partner relay also. 


Tight Rope Walker - I. O. 
Walk 10 feet on a crack or chalk line, placing the heel against the toe 
of the back foot. 


Toad Jump - I. O. 

Stoop down and place the hands on the hips. Jump forward until child 
has gone a distance of ten feet, keeping knees bent and hands on the 
hips. 


The Twister - I. O. 

Partners facing. No. 1 joins his right hand with No. 2's left hand. 
No. 1 steps over the joined hands with his left foot as No. 2 does the 
Same with his right foot first. They are now standing back to back. 
No. 1 brings his right foot over the joined hands, while No. Zz brings 
hig left foot over and they are again as they started - face to face. 
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Games for Home, School, and Play- 
grounds, The MacMillan Company 


Physical Education In The Modern 
Elementary School, 1958, The 
MacMillan Company, New York 


The Child & Physical Education, 1956 
Prentice-Hall, Inc., New York 


Play Activities for Elementary 
Schools, A.S. Barnes & Company 


Dance In Elementary Education, 1953, 
Harper and Brothers, New York 


Physical Education for Elementary 
Schools, Revised 1954,A.S. Barnes 
and Company 


Physical Education Methods for 
Elementary Schools 


Physical Education in the Elementary 
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Physical Education, Grades 1 - VII, 
1953, State Department of Education, 
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Active Games 
A-Hunting We Will Go 
Airplanes 

Animals 

Any Apartment For Rent 
Automobiles 

Back, To Back 

Ball Clap 

Ball Goes Round, The 
Ball Stand 

Baseball Game 
Beanbag & Basket Relay 
Beanbag Ring Toss 
Best Marine, The 
Billy In The Forest 
Bird Catcher 
Blacksmith, The 
Blindman's Bluff 
Bluebird 

Boiler Blue 

Boo 

Boundary Tag 
Bowling Relay 

Bridge of Avignon 
Broad Jumping 
Builder, The 


Building An Eskimo House 


Busy Bee, The 
Bowling Relay 
Call Ball 
Carrousel 

Cat and Rat 


Catch, Throw & Sit Relay 


Center Base 
Changing Seats 
Chicken Walk 
Children's Polka 
Chimes of Dunkirk 
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